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Foreword 


Welcome to our guide for Disgaea 5: Alliance of Vengeance. Anyone who has ever 
played one of these games before will know that the Disgaea series always has a load 
of content available. It not unheard of to put 100+ hours into these games and Disgaea 
5 certainly delivers on that same note. The game is considered the best in the series, 
mechanics-wise, as it streamlines a lot of features and makes grinding a lot easier! 


This guide will attempt to provide a comprehensive basic gameplay section that will 
give details to help the beginner understand the basics of the game. Beyond that, 
there will be strategies listed for pretty much every single battle you will fight in the 
game, from the main story to all of the postgame ones. The strategies used will be 
general ones, focusing more on the enemy than your own characters, since it's not 
possible to predict the characters one will use (exception being the endgame, since 
there are a few characters that outshine the others). 


About the Game 


Disgaea 5 is a tactical/strategy role-playing game that was initially released on March 
26, 2015 in Japan, and then came over to the west in October of that same year. It is 
actually the sixth main entry in the series (not counting the ports to other systems), 
following the release of Disgaea D2 for the PS3, and is the first entry (and only for now) 
on the Playstation 4. 


The Netherworlds are split up into a bunch of different ones, each governed by an 
Overlord, who has their own set of rules. Those very same Netherworlds are now in 
danger of being destroyed or taken over by an evil army known as The Lost, who is 
being led by Void Dark. However, a ray of hope appears in Killia, who seems to have a 
deep grudge against Void Dark. Can he really go through the rumored 10 billion Lost 
soldiers and exact his revenge against Void? 


Characters 


Killia 


A mysterious demon who just shows up out of nowhere and claims he's going to 
defeat Void Dark, although it is not known why Killia hates and wants revenge against 
him. He prefers to be a lone wolf and has an incredible appetite, even stopping to eat 
a large meal right before a battle. 
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Seraphina 


She is the Princess Overlord of Gorgeous, the richest place in all of the Netherworlds, 
Human World and even Gelestia. Seraphina believes that every male in the universe is 
meant to bow before her and become her servant, whether by her using Balor Gaze or 
not. She ran away from her home because her father arranged a marriage with Void 
Dark, so she now wants to assassinate Void. 


Red Magnus 


As the Overlord of Scorching Flame, a Netherworld that prides itself on its power, Red 
Magnus can be a bit of a “muscle gorilla.” His primary goal is to find and defeat Void 
Dark, making him the strongest Overlord in the universe. He seems to know 
Seraphina, which annoys her to no end. 


Christo 


Christo is an Overlord that belongs to a “certain giant Netherworld." He is a very smart 
demon that has excellent tactical and advising skills. He seems to be scheming behind 
the scenes, where he shown to try to be manipulating the others into helping him 
assassinate Void Dark. 
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Usalia 


As the heir to the Toto Bunny, a Netherworld for demons who wish to not fight and live 
out their lives in peace, her life is flipped upside down when the Lost Army invades 
and puts a curse on her. She is now forced into eating curry or else she will transform 
into an uncontrollable monster. The only catch is that she now loves curry and can't 
stop thinking of it, plip. 


Zeroken 


Introduced as some demon who is fighting against the Lost Army, Zeroken is very 
boastful, usually making grand entrances and claiming he has defeated over 10,000 
soldiers himself. However, his attitude changes from person to person, even becoming 
a coward to avoid fighting others he knows are stronger than him. 


Void Dark 


The main antagonist of Disgaea 5, Void Dark is a ruthless and cruel demon who 
doesn't even value his own subordinates, something which is prevalent as he has 
gone through a high number of secretaries. He is the leader of the Lost Army, with him 
being known as the Demon Emperor. It seems he has some kind of connection with 
Killia, but it isn't known. 


Majorita 


Known as the Corpse Master Overlord and "Witch Who Controls Death," Majorita is a 
Demon General in the Lost Army and has sworn loyalty to Void Dark. She has no 
respect for her allies and will use them to add to her undead army. Her motto is "kill 
and recycle.” 


Bloodis 


As the right hand man to Void Dark, Bloodis is very loyal and almost as powerful as 
Void himself. He is a Demon General in the Lost Army. He seems to have taken an 
interest in Killia, wanting him to bring out his full power. 


Gameplay 


Disgaea 5 is a turn-based, tactical role-playing game that is known for its high 
numbers and insane number of hours that it offers for gameplay. There are a lot of 
mechanics in play, most of them returning from older titles, but there are also some 
new things introduced with this title. The overall flow of the game is still the same as 
previous entries, where players are returned to a central hub after finishing a map. 
They can do all sorts of things in the hub, like buy/sell equipment and items, create 
new characters, power up skills, access the Item World and a lot more. 


When they want to continue the main story or fight another battle, they talk to a NPC 
called the Dimension Prinny. Note that there is a new thing available in Disgaea 5 
called Skits. Upon returning to your base after completing a map, you will sometimes 
see characters with a “!" over their head. Talking to them will spark a short 
conversation with a few other characters. There is one more marker to make it easy to 
tell if there's a Skit or not, by looking in the upper right corner of the screen and see if 
there's a character's face there with “Event” flashing underneath it. There's usually a 
Skit available after the first clear of most story-related battles in the game. 


Battle Basics 


When you enter a battle, you will see a blue circle on the ground, which is where you 
draw your characters from to participate. There is a limit of 10 characters of your own 
that can be used in any given battle, which can be increased later on in the game. Any 
character whose HP is reduced to zero will be out of commission for that battle and 
subtracted from the deployment total. However, you can place a character back in 
your Base Panel and bring out a completely new one without your deployment total 
taking a hit. 


Upon bringing out a character and pressing X on them, a menu with various options 
will pop up. Move allows you to move that character the allotted number of spaces 
they can, represented as a shoe icon in the character's portrait. Attack lets the 
character use their current weapon to strike an enemy. Note that the type of weapon 
equipped on the character will determine how close they need to be to an enemy 
before they can actually attack (ex. Swords require you to be right next to them). 


Every weapon in the game has a different range to it for regular attacks, like Fists 
only hitting enemies one square away (left) and Bows having a much bigger range 
(right). 


Special allows you to use a skill, whether they are offensive or not. All of the skills are 
different and have different ranges to them. Lift lets you pick up an enemy or ally that 
is next to you, which will change that command to Throw. Every character has a 
different range in which they can throw, represented by a hand icon in the character 
portrait. Defend makes that character guard, taking less damage. Item lets you use an 
item in your inventory and Equip allows you to change your equipment. 


Magichange 


A special command that only monsters have is something called Magichange. 
Whenever a monster is next to a human character, they will be able to turn into a 
weapon and equip themselves into one of the two weapon slots. Two monsters can do 
this, with one going into each slot. Once you progress a little bit into the game and do 
something special, you'll be able to have two monsters Magichanged into each slot. 


Normally, a Magichanged monster will only last for three whole turns before they will 
go back into the Base Panel and use up a deployment spot (you can Magichange 
again). If the unit is killed with a Magichanged monster, then both units will die. There 
are three benefits to Magichanging, though, with the first being that the humanoid unit 
gains the monster's first Unique Evility. The humanoid unit will also gain some stats 
and have access to special Magichange skills. 


Revenge Mode and Overloads 


When you receive attacks from the enemy, your Revenge Gauge will increase, which is 
the meter to the left of your character's face in the bottom left. Once it has been 
completely filled, that character will automatically enter Revenge Mode, which has 
three basic benefits. First, the character's Critical Rate will now be 100%; the SP cost 
of skills is also reduced to 1 and you will take 25% less damage. 


Once the Revenge Gauge (left) is full, certain characters will be able to use their 
Overload skill (right) to turn the tides of battle. 


The Revenge Meter will also fill up if your allies are killed and whenever you defeat 
enemies that are in Revenge Mode. This mode only lasts for three full turns before that 
character will return to normal. Some characters, though, have one more advantage, 
as they can learn a special skill called an Overload. This skill is only usable during 


as they can learn a special skill called an Overload. This skill is only usable during 
Revenge Mode and can be used once per battle. Each Overload has a different effect. 


Team Attacks and Combos 


There are two special mechanics that will help you in delivering a swift justice to your 
enemies, called Team Attacks and Combos. The former only happens whenever you 
use a normal attack adjacent to an enemy and have other allies next to your character. 
When you are targeting the enemy and see the health bar at the top, there will be a 
percentage at the bottom that shows you the chance for the other ally to join in, 
making that normal attack stronger. The percentage will vary, but it can increase by 
having characters in the same Squad or if they use the same type of weapon. 


A Combo will occur whenever you have multiple characters attacking the same enemy 
during the same turn consecutively. You will want to register all of the attacks at the 
same time before you hit Execute. The subsequent attacks in a combo will be stronger 
and deal more damage, up to a maximum of three times at a Combo Count of 20. By 
doing Combos, you will also increase the Bonus Gauge more proficiently. 


Bonus Gauge and MVPs 


The Bonus Gauge is something that is present on every single map in the map and 
can be accessed by going to the menu and selecting Bonus List. You will see a list of 
items and HL that can be gained at the end of a battle. The Bonus Gauge is visible 
after every one of your attacks (upper right) and will increase as you attack and kill 
enemies. The best way to increase the Bonus Gauge is by using Combos to defeat 
enemies. 


A new addition to Disgaea 5 is the MVP system. After any battle, you will see a podium 
of sorts, with three (or less if you didn't use three during the battle) characters standing 
on it. These are the top three characters that contributed the most to the Bonus 
Gauge, who will receive some extra experience and Mana for their efforts. 


Netherworld Services 


One of the more slightly confusing aspects of the game is the variety of services and 
NPCs that will become available at your base as you play through the game. Each 
NPC in your Netherworld offers a different service and this page will give some minor 
details on each one, as well as when they unlock. 


Dimensional Prinny 


Unlocked by default, the Dimensional Prinny allows you to go to battles that you have 
unlocked. At first, there won't be many, but as you continue to play the game, more 
will unlock. Those that haven't been played will be marked with a "New" marker. 


Hospital 


Unlocked by default, the Hospital is where you go to tend to your wounds after a 
battle. Of course, it wouldn't be a demon hospital if you didn't have to pay, with there 
being various amounts being required for HP, SP and to revive fallen units. However, 
the Hospital is a good thing, as when you reach certain thresholds of the above stats, 
you will be able to get a reward. These rewards will always be Legendary. 
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The Hospital is a good place to get some nice equipment, since all of the rewards 
are Legendary. 


Data and Memories 


These two NPCs will allow you view data about various things in the game, such as 
the items vou have collected. skills vou have seen in battle. Events that have 


the items you have collected, skills you have seen in battle, Events that have 
happened during the story and much, much more. The Data NPC also lets you view 
important information related to various stats via the Netherworld Records option. 


Weapon/Item Shops 


These should be self-explanatory, with equipment being sold in one shop and items in 
the other. Not explained, though, is Product Rank and Customer Rank. The former 
(maxes at 16) determines that items for sale from the shops, which will automatically 
increase you get further in the story; you can also pass a bill in the Dark Assembly 
once per episode to increase the Product Rank. Customer Rank (maxes at 12) 
increases as you buy and sell items from the shops and while it goes up, the buy and 
sell prices for items will go down and up, respectively. 


Recruiter 


This NPC unloeks during Episode 1 and allows you to create new characters. You can 
only create characters for the classes you have unlocked via the Quest Shop, as well 
as for the tiers that are unlocked for those classes. Unlike previous games, you now 
pay HL to create characters and can level them up to a certain range (related to your 
highest level character). At level 9999, the highest you can create is level 7999. 


Quest Shop 


Also unlocked during Episode 1, the Quest Shop will give you quests that you can do 
during battles or for doing other things. These can range from killing certain enemies 
or gathering a specific item. The big draw to the Quest Shop comes in the form of 
unloeking new classes, as it's the only way to unlock new classes. All of the quests 
that are colored will stay there, but the others will recycle as you do battles. 


Innocent Shop 


Upon entering Episode 2, you will unlock the Innocent Shop, which allows you to 
move around Innocents on the items. You can also combine similar Innocents that 
have been subdued in the Item World here. Once you reach Episode 9, you will unlock 
another function called the Innocent Farm. This will allow Innocents to grow to double 
their initial values, plus you can also have Innocents breed in the farm. 


Skill Shop 


Unlocked during Episode 2, the Skill Shop allows you to strengthen your skills by 
using Mana. You will want to be careful, though, as the SP cost of the skill will increase 
as you level it up, to a point where you might not even be able to use it. The Skill Shop 
also lets you learn Evilities, as well as sell any unwanted ones for Mana. 


Squad Shop 


Unlocked in Episode 3, the Squad Shop allows you to place characters in groups 
where they will receive benefits from being in them. There are a bunch of squads to 
unlock beyond the initial ones available, which will require you to do a bunch of 
different things. They will certainly become very important for various functions and 
allow your characters to become that much more powerful in the end. 
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The biggest Quests to do will unlock new character classes (left). Be careful of 
upgrading a skills power too much, as the SP cost will be extremely high (right). 


Dark Assembly 


The Dark Assembly, unlocked in Episode 3, is sort of like a demon Senate, where you 
can propose bills that are voted on. These bills affect the game in a variety of ways, 
such as unlocking more maps or letting you change the colors of your characters. 
Upon the vote being passed, with each bill having a certain percentage to pass or not, 
you can bribe the senators. Should the bill you're trying to pass fail, you can try again, 
try to force the bill to pass by killing the senators, or pay a lot of money. 


Interrogation Room 


A new function in Disgaea 5 is the ability to capture prisoners during battle, with by 
using the Capture Squad or by them surrendering after battle. They are automatically 
sent to the Interrogation Room, unlocked in Episode 3, where you can do a variety of 
things with them. One of the first things you can do is use them to level up Squads, 
with the prisoner's level equaling the amount of experience you get for the squad. 


By placing character(s) in the Interrogation Squad, you can actually interrogate the 
prisoners. There are a few ways to interrogate, each of which will decrease the amount 
of SP taken from the prisoners. After five tries of trying to deplete the SP bar, you will 
need to complete a battle before you can try again. With a drained SP bar, the amount 
of EXP you get for squads is tripled, plus you can create Extracts from them or even 
recruit them into your party. 


Item World 


Unlocked near the end of Episode 3, you will be required to actually go through it 
before you can continue the main story. Inside of every item is a separate universe that 
when you go through it, you will be able to power up that item. Unlike previous games, 
you are required to kill all of the enemies on any given floor in order to increase its 
level. 


The Item World NPC also has a few other functions. Item Assembly allows you to pass 
bills, similar to the Dark Assembly, but in regards to stat growth on the items. However, 
these bills require Item Points, which is what the Point Exchange option is for. The 
higher the rank (hidden value) and rarity, the more Item Points you will get. The final 
option allows you to get rewards for the number of floors you've gone through in the 
Item World. 
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The Special option is a great choice when interrogating prisoners (left). The Item 
World (right) offers a lot of replay value, because of its randomly generated 
dungeons. 


Cheat Shop 


In order to unlock the Cheat Shop, you need to pass a bill in the Dark Assembly. This 
service is one of the better ones in the game, as it allows you to adjust the amount of 
EXP, Mana, Money, Weapon Mastery and Special Skill EXP you can receive. By 
pressing L1/R1, you can switch pages to access more options. On the second page, 
you will see stars, which is the enemy strength modifier. The more stars there are, the 
stronger the enemies will be, up to a max of 20*. 


Map Editor 


Another service that is unlocked via the Dark Assembly, the Map Editor is one that lets 
you create your own maps and even play other user-created maps. When creating 
your own, you can choose to start from scratch or even use one of the maps you've 
cleared in the story to customize. Challenge Maps are those created by others to 
provide an extra difficulty over normal maps; you do not earn anything on these. 
Money Maps, however, are unlocked by clearing the Carnage equivalent of Martial 
Training 5 and can be used to earn EXP, Mana and anything else you can with a 
character. 


Nether Research Squad 
Unlocked at the beginning of Episode 4, the goal of this service is to send characters 


to travel to and research other Netherworlds. As you complete battles and these 
characters explore, they will find treasures, capture prisoners and even discover more 


characters explore, they will find treasures, capture prisoners and even discover more 
Netherworlds. This is a great feature to use to get new equipment or even fill out the 
item list from the Data NPC. 


Curry Shop 


Unlocked at the beginning of Episode 5, the Curry Shop lets you consume premade 
curry or make your own, which will give you some buffs. Note that you need a 
character in the Curry Connoisseur squad in order to use it. When making your own 
(the very top option), you can put whatever items you want into it, with there being up 
to three main ingredients (with a maxed Curry squad) and an extra slot that you can 
use to throw in a bunch of stuff. 


Chara World 


As one of the more important features, Chara World is unlocked at the beginning of 
Episode 6 and allows you to strengthen your characters. Unlike previous games, 
Chara World is a board game in Disgaea 5 and only allows a single character to go 
through at a time. Once you pick a character, you need to pick a difficulty, which 
affects the size of the board and the strength of the enemies inside. Demon is the only 
one unlocked at first, but the others will be unlocked via Quests, which appear as you 
go through the game. At first, the required Mana cost is set at 100, but will increase by 
a multiple of 10 for each subsequent visit, up to a maximum of 100,000. Reincarnating 
your character will reset the Mana cost back to 100. 


Netherworld Edit Shop 
Similar to the Map Editor, the Netherworld Edit Shop allows you to customize your 


own base. Not only can you create your own, but you can use story maps as a base, 
as well as move around the various NPCs at your base. 


Chara World is played out like a board game in this iteration (left). One benefit from 
the Netherworld Edit Shop is having all of the NPCs in one spot (right). 


Alchemy Shop 


The Alchemy Shop unlocks after beating the main story and allows you to make items 
from a predetermined list. This list will grow as you level the Alchemy Squad. Note that 
you need to put a character in the Alchemy Squad in order to use this function. As you 
complete battles, the NPC will make the items and give them to you whenever you 
return to the Netherworld. You can increase production by putting more characters in 
the squad. 


Geo Effects 


A staple of the Disgaea series, Geo Symbols (and their respective Geo Panels) have 
been included in every single game, in some form or another. Geo Symbols can make 
an otherwise normal map quite complex. Symbols are the pyramid-shaped objects 
you see on some maps, with are always accompanied by colored panels, which are 
Geo Panels. Geo Symbols provide effects, which can be either bad or good, to 
whoever is standing on the corresponding Geo Panel. 


As an example, you have an ATK +50% Symbol resting on a red Geo Panel will grant 
that effect to anyone who is standing on red panels on the map. So, you have some 
Geo Symbols on the map that are providing some bad effects for your characters (or 
good ones for the enemies) and you want to get rid of them. Well, there are a few 
things you can do to get rid of them. 


Geo Symbols have a variety of effects, some good and some bad (left). Destroying 
a symbol can sometimes cause a chain (right), which can be beneficial on many 
levels. 


One of the first methods to getting rid of Geo Symbols is by attacking and defeating 
them, as if they were enemies. Another way to do this is to pick up one Symbol and 
throw it at another Symbol, or even an enemy. There is something special that 
happens whenever you destroy a Geo Symbol that is on a Geo Panel, although it 
depends on the color of them both. As an example, destroying a red symbol sitting on 
a red panel will do nothing, but if that same symbol is blue, then all of the red panels 
on the map will turn blue. 


Any characters, both enemy and ally alike, sitting on the panels whenever they change 
colors will take some damage. Also, any other symbols sitting on the panels that are 
changing colors will be instantly destroyed, with those ones also triggering color 
changes. The only exception to this is in relation to the Null symbol, which will destroy 
the Geo Panels it is resting on whenever it is destroyed. 


This constant changing of colors is known as a Geo Chain and it is very useful in 
building up the Bonus Gauge on maps. There is one other special thing in regards to 
the Null Geo symbol that needs said. If it manages to destroy all of the Geo Panels on 
the map during a Geo Chain, then it will trigger a blast of light that will deal some 
damage to only the enemies. 


Geo Effects 
Damage 20% Damage is dealt every turn to units on Panel 
Recovery 20% Heals every turn to units on Panel 
EXP +50% Gain more EXP when defeating a unit on Panel 
HL +50% Gain more HL when defeating a unit on Panel 
ATK +50% ATK power increases for units on Panel 
ATK -50% ATK power decreases for units on Panel 
DEF +50% DEF increases for units on Panel 
DEF -50% DEF decreases for units on Panel 
Attack Times +1 Increases number of hits for units on Panel 


Evade Increases evasion for units on Panel 


Silence No Specials can be used by units on Panel 

Enemy Boost Increases stats and abilities for enemies on Panel 

+50% 

Enemy Turbo x3 __ Super boosts stats and abilities for enemies on Panel 
Clone One clone is made per turn of a unit on Panel (enemy only) 
Warp Every turn, randomly warps every unit on Panel 

No Entry Unable to pass or throw through Panel 

No Lifting Unable to lift units on Panel 


NoColorChange Color Change prohibited on Panel 


Ally Damage 50% Damage is dealt every turn to ally units on Panel (your characters 


only) 
Invincible No damage is take by units on Panel 
Movement +1 Mobility increases for units on Panel 
Movement -1 Mobility decreases for units on Panel 
No Melee No melee attacks can be used by units on Panel 
No Ranged No ranged attacks can be used by units on Panel 
Fire Element +50% Increases Fire Element for units on Panel 
Fire Element -50% Decreases Fire Element for units on Panel 
Wind Element +50% Increases Wind Element for units on Panel 
Wind Element -50% Decreases Wind Element for units on Panel 
Water Element +50% Increases Water Element for units on Panel 


Water Element -50% Decreases Water Element for units on Panel 


Deathblow 

No Tower 

Eneroach 

Enemy Level Up 10% 
Fusion 

Reverse Damage 
Mana +50% 
DisperseDamage 

LV 7 Boost 

LV 4 Weaken 


One landing blow will instantly kill unit on Panel 

No tower attacks can be used by units on Panel 

Panels expand outward away from the Panel 

Level up every turn for enemy units on Panel 

Enemy units will combine if on Panel 

Damage is reversed for unit on Panel 

Gain more Mana when defeating a unit on Panel 
Damage is split between units of same faction on Panel 
Stat boost if last digit of unit level is 7 on Panel 


Stat decrease if last digit of unit level is 4 on Panel 


HP/SP Switch 

Enemy Weaken -50% 
Treasure Panel 

Magic Range +1 
Magic Range -1 
Jumping Power +50% 
Counters +1 

Ally Boost +50% 
Mighty Enemy 


Absolute Area 


HP and SP damage dealt is flipped for unit on Panel 
Decreases stats and abilities for enemies on Panel 
Treasure Chest appears when defeating an enemy on Panel 
Magic Range increases for units on Panel 

Magic Range decreases for units on Panel 

Jumping power increases for units on Panel 

Increases number of counter attacks for units on Panel 
Increases stats and abilities for allies on Panel 

No damage taken by enemies on Panel 


Invincible, No Lifting, No Entry for units on Panel 


Always Counter 
Lonely 

Ally Lonely 

No Humanoids 
No Monsters 
SP Heal 

SP Damage 
Super Encroach 
Stage Clear 


Game Over 


Always counter attack (max 20) with units on Panel 
One unit from each faction can enter Panel 

One ally can enter Panel 

No humanoids can enter Panel 

No monsters can enter Panel 

Heals SP by 10% every turn to units on Panel 

10% SP damage is dealt every turn to units on Panel 
Panels expand onto panels adjacent to Panel 

Stage Clear upon ending turn if ally unit is on Panel 


Game Over upon ending turn if any unit is on Panel 


Walkthrough 


Welcome to the first episode of the game, which is basically an introduction to the 
basic elements that you will use throughout your journey. If you're familiar with the 
series, then you have the option to skip the tutorials on the stages that have them, but 
you should watch them if you happen to be new to the series or to get a refresher. 


You'll notice an exclamation mark above characters' heads in the base area, which 
means you'll get a skit should you talk to them. These usually occur after every battle, 
so it's a good idea to return to the base and see if any occur. Note that the characters 
shown in the upper right of the screen will trigger the skit. Something you may happen 
to see around your base are chests; there will be three chests available from the 
beginning of each Episode and until you complete it, which will give you a random 
item or HL that is appropriate to where you are in the story. 


Characters in your base with a *!" above their heads can be talked to for a Skit (left). 
You can always find three chests in your base at the beginning of every Episode 
(right). 


You can find the free chests at the following locations: 


e Right in front of the shops 
e Behind the Dimensional Prinny 
e In between the Memories and Data NPCs 


There isn't much you can do right now, so go to the Dimensional Prinny and pick the 
only option available to you. 


Dried Up Wasteland 


Lv. 1 Fighter (x2) an Wild Cry 


Lv. 1 Fury Fatalist (x2) =- Fury 


This stage is a tutorial to the battle system, introducing you to bringing characters out 
of the Base Panel, attacking with your characters, and the combo system, as well as 
Team Attacks. Feel free to listen to the tutorial if you've never played a Disgaea game, 
or just want to hear the characters' voices. Once that is finished (or you skip it), the 
real battle will begin, against two Fighters and two Fury Fatalists. Considering Killia 
starts off at level 3, you shouldn't have any trouble at all in defeating these enemies, 
although you'll want to get some EXP with your other characters. 


Bonus Gauge: After completing a battle, you're shown the Bonus List, which 
consists of prizes you can win by filling up the Bonus Gauge during battle. The 
more you attack with combos, with an emphasis on an enemy dying during one, the 
Bonus Gauge will fill more. New to Disgaea 5 are the One Time Bonuses, which 
are basically items you can get by maxing the Bonus Gauge for the first time in a 
battle. 


The prize will remain there until you get it, so you can always come back at a later 
time if you're having trouble. Another new addition to Disgaea is the MVP system, 
which highlights the characters who contributed the most to filling the Bonus 
Gauge during battle. These characters will receive bonus EXP and Mana. 


You will be required to create at least one new character after the first battle. Go talk to 
the Recruiter to see what kind of characters you can make. You will need HL, the 
game's currency, in order to make new characters (instead of Mana as in the previous 
games in the series) and the Recruiter NPC will go through all available options, 
pointing out their usefulness. 


For now, let's make a Witch/Magician and a Cleric/Clergy, since the former uses 
elemental spells and the latter will be able to heal characters in battle (plus they learn 
Espoir, a nice spell that cures status ailments). After choosing the name, pick the 
capability, which determines how many bonus points you can add to that character's 
stats; you never want to pick Good-for-Nothing, as it requires you to remove five 
points. Don't forget to equip your new recruits. When you're ready, go to the 
Dimension Prinny and choose the next map. 


Shriveled Vein 

Lv. 2 Logan Thimble, Pot Lid Pro Tosser 
Lv. 1 Fury Fatalist (x2) Water Pistol, Wrinkly Clothes Fury 

Lv. 1 Fighter (x2) Driftwood Bow, Wrinkly Clothes War Cry 


The tutorial for this battle consists of Lifting and Throwing, a very essential tool that 
will come in handy later on in the game. You will want to use this to reach out of range 
enemies or chests, or even tossing enemies out of reach of your more fragile 
characters. Now onto the actual battle, which looks a little more menacing than the 
first one, as the Fighters and Fury Fatalists have ranged weapons. Seraphina can 
stand on the one barrel right in front of you to snipe the Fighter standing on the ledge. 
The rest of your troops can go off to the right to deal with the other Fighter, then go up 
to defeat the Fury Fatalists. All that's left is to defeat Logan to finish the battle. 


Lifting and Throwing are two important mechanics in the Disgaea games. 


Note: The Quest Shop unlocks after this battle, which houses a variety of rewards, 
the most important being unlockable classes. 


Arid Blood Zone 


Lv. 2 Imp (x2) Medal of Unworth, Pot Lid Bullying 
Lv. 2 Petite Orc (x4) Paw Gloves, Wrinkly Clothes Group Strategy 
Lv. 2 Healer Just a Stick, Pot Lid Expert Hands 


This can definitely be a slightly more challenging battle than the last two, as you have 
a total of seven enemies to deal with. Don't fret, though, as you can usually single out 
most of the enemies, making it much more manageable. Start by going after the Orc 
and Imp close to your Base Panel, then move to the upper left corner and start killing 
the Orcs there. It's likely that the Healer will begin moving to the platform with the 
other Imp, but don't worry, as she doesn't know any attacks other than her staff. Be 
careful of the Imps, as they know Fire, but this battle should prove to be very 
uneventful. 


Immovable Atrium 


Lv. 3 Petite Orc (x5) Sharp Claw, Pot Lid Group Strategy 
Lv. 3 Lady Fighter Toy Bow, Pot Lid Assault Attack 
Lv. 2 Imp (Xx2) Unfortunate Medal Bullying 


You get a brief explanation about Evilities at the beginning of the battle, which are 
basically like passive skills that each character has. For now, there's only one Evility 
per character and you get told about both Killia's and Seraphina's. One of the first 
things you'll notice is that the enemies hit a tiny bit harder than usual, which is 
because their level is now increasing a bit. So, don't charge head-on into the enemy 
and use that Healer/Cleric you created to mend your wounds. Other than the Lady 
Fighter with the bow, the rest of the enemies are ones you've already fought and they 
don't have any new tricks. 


don't nave any new Tricks. 


Sterile Atrium 


Lv. 4 Petite Orc (x5) Sharp Bone, Pot Lid Group Strategy 
Lv. 4 Imp (x2) Unfortunate Medal, Pot Lid Bullying 

Lv. 4 Fighter Rusted Sword, Pot Lid Wild Cry 

Lv. 5 Red Magnus (Neutral) Nail Bat, Brawny Muscle Super Crush 


It's time for another mechanic to be taught to you, this time being Revenge Mode and 
Overload Skills. As you or your allies take damage, the Revenge Gauge (to the left of 
the character portrait when hovering over them) will fill up; it also increases if an ally 
dies or you defeat an enemy in Revenge Mode. When you enter this mode, your 
critical rate becomes 100%, the SP cost for all skills becomes 1, and the damage you 
receive is reduced by 25%. Also, Overlords can use Overloads in Revenge Mode, with 
Red Magnus' in full view. 


Overloads (left) are another important mechanic in Disgaea 5. Red Magnus is quite 
powerful in his Overload state (right), so avoid going near him. 


Red Magnus is a neutral enemy, meaning he will attack you if you get too close, but he 
will also attack the enemies (and vice versa). For now, it's best to stay away from him 
because of him being in Revenge Mode and having activated his Overload, Super 
Olympia. Not only does his size increase, but so does his stats, so stay away for fear 
of him one-shotting your characters. Concentrate on the Orc in front of you and try to 
bait the other enemies into coming lower. Try not to group your characters together in 


bait the other enemies into coming lower. Try not to group your characters together in 
a single line, as the Fighter knows Blade Rush, a skill that hits a few spaces in a 
straight line. The battle will end when all of the normal enemies have been defeated. 


The First 4 _ « COLLECTED? 
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Episode 2 


At the beginning of the second episode, the Innocent Shop and Skill Shop are now 
open for business. The former lets you move Innocents on items around to other 
items, as well as combine them. However, in order to combine them, you will have to 
subdue them, which requires defeating them when they show up in the Item World, 
something you don't have access to yet. The Skill Shop allows you to power up skills, 
as well as learn new Evilities and convert unneeded ones into Mana. There are some 
new Quests available, with the important ones unlocking the Imp and Orc monster 
classes. 


You can find the free chests at the following locations: 


e At the top area with the couch and TV 

e Next to one of the stairs leading to where Data and Memories NPCs are location 

e In the open in the area with all of the tables 

In order to open up the next area, you'll need to talk to some of the Prinnies around 
your base. When they mention Spirit Interment, you can go to the Dimension Prinny to 
head to the next area. 


Companion Zone 


Lv. 5 Imp (x2) Medal of the Weak, Thin Cape Bullying 
Lv. 5 Zombie (x2) Hooked Claw, Thin Cape Predation 
Green Enemy Boost +50% 

Yellow Ally Boost +50% 

Null EXP +50% 


This level will introduce you to Geo Symbols, Geo Panels and Geo Effects. If you've 
never played a Disgaea game before, it's highly advisable that you watch the tutorial to 
get a grasp on this concept, as it will be used throughout the game. For now, you have 
the Enemy Boost +50% sitting on the central area, where the enemies are sitting. 


the Enemy Boost +50% sitting on the central area, where the enemies are sitting. 
That's a big no-no, as their attack and defense will increase by 50% as long as they 
are standing on those green tiles. So, start the battle by bringing out a ranged attacker 
and destroying the green Geo Symbol, making the blue area turn green, which makes 
that entire area now Ally Boost +50%. 


Gan more EXP wien deteating à uit on Pand, 


Destroy the Enemy Boost symbol (left), then toss the EXP +50% symbol onto the 
now green area (right) to make this a fairly decent map for leveling. 


You now have to make a choice here, as the Ally Boost effect will be extremely 
beneficial in clearing the stage without any problems, since there's only four enemies. 
Destroying the yellow Geo Symbol will spread the EXP +50% effect across the entire 
map, making it so that any enemies defeating while sitting on that color will grant more 
experience. It's entirely up to you what you want to do, as the slightly extra EXP will 
help, especially with lower level characters. Another thing you can do is have a 
character move next to the EXP Geo Symbol, pick it up and then toss it onto the area 
affected by the Ally Boost effect, essentially giving you two beneficial effects. 


Power Level: This map represents your first opportunity to powerlevel your 
characters, if you want. You should wait, however, until you unlock the Dark 
Assembly at the beginning of Episode 3, which means you can unlock the Cheat 
Shop. On subsequent visits, you have an extra Zombie on the map, but everything 


else remains the same. 


Start the battle by destroying the Geo Symbol in front of you, then having someone 
place the EXP +50% one onto the area with the enemies. From here, you can build 
a tower of characters, with a beefy one at the base, then proceed to use tower 
attacks to kill the enemies. With the Cheat Shop, you can increase the enemy 


strength to make you gain more levels. 


Darkfall Memorial 


Lv. 5 Novice Skull (x2) Wooden Cane, Thin Cape 
Lv. 5 Red Mage Wooden Cane Thin Cape 
Lv. 5 Zombie (x3) Hooked Claw, Thin Cape 
Lv. 6 Green Slime (x3) Hooked Claw, Thin Cape 


Magic Bundle 
Magic Moderation 
Predation 

Gel Body 


This could be a challenging stage, solely because of the Green Slimes on the north 
end of the map. Not only does their Evility, Gel Body, decrease non-elemental damage 
by 50%, they also have high innate resistances to Fists, Guns, Swords, Spears and 
Bows. They are essentially one of the more defensive creatures in the game, but they 
have on glaring weakness, elemental attacks. Hopefully, you've been building up a 
Mage or Skull, as you will need them here, unless you want to rely on Red Magnus and 
his axe for the majority of attacks on the Slimes. Note that the Mage and Skulls have 
Fire as their spell, so you can use Seraphina and Red Magnus, as well as anyone else 
with high fire resistance, to tank through their spells and get to them. 


Note: You will obtain a new ally, Christo, after finishing the battle. If you don't have 


a healer, he can function as one. 


Death Promenade 


Lv. 7 Green Slime (x4) Hooked Claw, Thin Cape Gel Body 
Lv. 7 Zombie (x2) Hooked Claw, Thin Cape Bullying 
Lv. 8 Thief (x2) Battle Gavel, Cotton Bandana Thief Skills 
Lv. 8 Imp (x2) Distasteful Medal, Cotton Bandana Predation 
Red Movement +1 

Green Movement +1 

Yellow Movement +1 

Purple Movement +1 

Blue Ally Boost +50% 

Null EXP +50% 


This stage is like a gauntlet, as there's only one path to the top, where you'll find some 
enemies guarding the path. The stairs all have Geo Panels, but there are no effects. 
Each of the landings, though, has a Geo Symbol sitting on them. Four of the six are 
Movement +1, while the third is an Ally Boost +50% and the one on top is an EXP 
+50%. As you make your way up the map, you can toss these on the panels to help 
out your party, especially the Ally Boost one. 


Toss the Geo Symbols onto the panels (left) to help your ascent to the top. You will 
want some defensively-strong characters here to deal with the enemy attacks 
(right). 


As for enemies, there are sets of two enemies each in between each area with the Geo 
Symbol. You have the Green Slimes from the previous battle making their appearance 
again, as well as Zombies and Imps (they have the Star magic spell). The only new 
enemy type here are the Thieves, who are fairly weak on their own, with the two in this 
battle equipped with Axes, which lower your defense when hit by them. 


Deplorable Tombstone 


Lv. 9 Red Mage (x3) Magician's Stick, Cotton Bandana Magic Moderation 


Lv. 8 Lady Fighter (x3) __Thorny Bow, Cotton Bandana Assault Attack 
Lv. 9 Heretic Magician's Stick, Cotton Bandana Medical Heal 
Lv. 8 Zombie (x2) Crab Pincer, Cotton Bandana Predation 

Red HL +50% 

Green DEF +50% 

Blue Recovery 20% 


Null ATK -50% 


What may look like a challenging battle is made a bit simple due to the Geo Symbol by 
your Base Panel. As you will notice at the start, all but two of the enemies are standing 
on Geo Panels that grant them DEF +50% and Recovery 20% effects. Most of the 
enemies are in the middle, with two Zombies in the back on either side and two Red 
Mages on either side by your Base Panel. The first thing you should do is get rid of the 
those two Red Mages near your base, then pick up the Geo Symbol right behind you 
(ATK -50%) and throw it onto the yellow Geo Panel in the middle. 


This will make things much more manageable should the enemies there try to attack. 
Now, bring two characters and go up one of the sides, defeating the Zombie in the 
corner. Throw that character with the other to where the green Geo Symbol is located. 
Destroy that symbol and it will set off a chain reaction, not only filling up the Bonus 
Gauge to the max (you get a Heal scroll as your One Time Bonus), but also severely 
damaging the remaining enemies on the screen. Clean up after this and you're good to 
go. 


Coffin of Spirits 


Lv. 7 Geese Distasteful Medal, Cotton Bandana Evil Eye 
Lv. 10 Zombie (x2) Crab Pincer, Cotton Bandana Predation 
Lv. 9 Zombie (x6) Crab Pincer, Cotton Bandana Predation 
Geo Symbols Geo Effects 

Null Enemy Level Up 10% 


Another annoying battle, with you having to act quick before things get out of hand. 
Geese, the boss for this map, is standing on a Geo Panel with the effect of Enemy 
Level Up 10%. This means that after every turn of his, he will level up by 10% of his 
current level. This will only increase his level by 1 until he gets to 12, which is when 
he'll start coming after you. The only way to get to the symbol before it has a chance 
to do anything is to toss a character over there, but you need to make sure they can 
reach the symbol with an attack on their turn, as well as have enough power to destroy 
it. 


Geese will stay still and level up because of the Geo Effect (left) until he hits level 
12, which is when he'll come after you (right). 


Remember that it's highly likely that the character sent to destroy the Geo Symbol will 
likely be killed, as well as anyone else thrown in the chain, so used lesser important 
characters to do this task. After doing this, you will be left with nothing but Zombies 
and the not-as-strong-as-it-could-be boss. There's no special tactics left for this, as 
you simply need to be strong enough to defeat them all without being defeated 
yourself. 


Founding an Army COLLECTED? 
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Episode 3 


At the beginning of this episode, two new things will unlock at your base, the Squad 
Shop and the Strategy Assembly. The former lets you put characters into groups that 
serve specific functions, like being able to capture enemies or grant extra abilities 
inside of your base. The latter has the same function as the Dark Assembly and others 
from previous games, where you can pass bills for a lot of different things. One thing 
you should definitely pass in the Dark Assembly is the cheat bill towards the bottom, 
which unlocks the Cheat Shop. 


This wonderful service will allow you to adjust sliders (EXP, Mana, Money, Weapon 
Mastery and Skill EXP) to increase/decrease the five options. You have to decrease 
one in order to increase another. The second page in the Cheat Shop (press R1 to 
access it) allows you to adjust the enemy strength by adding stars, making them 
stronger if you wish. 


The Cheat Shop will be one of the most important tools at your disposal, not only 
during the main game, but also the postgame. 


There are also a bunch of new Quests available, two of which can unlock the Sludge 
and Undead monster classes. You can find the free chests at the following locations: 


e Right behind the Hospital NPC 
e On one of the pillars leading up to the room at the top 
e Behind the hedge in the large area down the stairs near the Innocent Shop 


Netherworld Effects: You'll be introduced to Netherworld Effects with this world, 
which basically means that all or some of the maps will have an overlaying effect. 
For example, Poisondice will have it so if you land in the purple liquid stuff and are 
standing on it when your turn is over, then you will be poisoned. It's a wise idea to 
purchase the Poison Vaccine for all participating members, which costs 200 Mana. 
Doing this will basically make the Netherworld Effect pointless, allowing you to only 
have to worry about fighting the enemies. 


Poison Beach 


Lv. 10 Mischief (x3) Underling's Medal, Festival Clothes Bullying 

Lv. 10 Alraune (x4) Underling's Medal, Festival Clothes Sweet Aroma 
Lv. 10 Catsaber (x5) Spider Thread, Festival Clothes Weakening Aura 
Lv. 10 Zeroken (Neutral) _Forehead Flicker, Festival Clothes Flowing Water 


You're introduced to Netherworld Effects starting with this battle. Each Netherworld 
can have its own effect, which might be something simple like poisoning a character if 
they stand in a certain spot, like with this Netherworld. Of course, this only works on 
enemies that don't fly, like the Imps in this battle. Luckily, you have a little help with the 
enemies, who don't seem to care about resting in the poison waters here, as well as in 
the form of Zeroken. He will likely take care of one or two enemies before he perishes 
himself, helping to lift the burden on your end. 


Of course, things won't be easy on you, as the Catsabers have an annoying Evility 
here, which will cut the damage you do to them with humanoid enemies by 30%. This 
is a pain because most of your big units are likely humanoid, so you just need to lay it 
on thick until they die. The Alraunes also have an annoying Evility, only if they decide 
to group up and stay by each other's side. This Evility will heal them for around 20% of 
their max HP, so try to quickly take them out before they undo any damage you've 
done. Start the battle by going after the two Catsabers near your Base Panel, then go 
after the ones that are likely crossing the poison waters. From here, you can lure the 
Alraunes away from each other and just clean up the rest. 


Unless they are flying units, both friends and foes will be poisoned by standing in 
the purple liquid (left). It's likely the neutral NPC here will take out a few enemies 
(right) before perishing himself. 


Toxic Depot 

Lv. 12 Fighter Versatile Billhook, Festival Clothes Wild Cry 

Lv. 12 Lady Fighter Bardiche, Festival Clothes Assault Attack 
Lv. 11 Catsaber (x8) Spider Thread, Festival Clothes Weakening Aura 
Lv. 11 Mischief (x5) Underling's Medal, Festival Clothes Bullying 


The first thing you should know is that the Fighter and Lady Fighter by your Base 
Panel don't seem to actually fight you, although they can counterattack, so take them 
out first before dealing with any of the other enemies. As for the Catsabers on the 
rafts, you can lure them to your side without having to step into the poison area by 
getting inside of their movement range. 


If you have a Healer or Cleric with the Shield spell, then you can take one of your 
meatier characters and use them as a tank to lure them over, where you can wipe 
them all out. The only thing remaining now are the Mischief monsters on the other 
side. You can either move your characters across by using the rafts or get a big tower 
and throw your strongest ones over. The only problem with moving them over is that 
it's likely the Mischief enemies will use their ranged skills to pick them off one-by-one. 


Interrogations: The Interrogation Room is now unlocked for use. Enemies you 
capture or that surrender can be interrogated here by assigning a person to the 
Interrogation Squad. Use one of the five options available to whittle down the 
prisoners' SP until it is completely empty. Note you only have five tries to do this 
before having to complete a battle to refresh those chances. Prisoners who have 
had their SP reduced to 0 can be used in one of three ways. 


Normally, when leveling Squads with prisoners, their actual level is the amount of 
experience that is applied. When you've interrogated them, their name turns blue 
and this experience is increased times three. The second thing you can do is make 
them join your party, but you can only do this if you have their respective class and 
rank unlocked. The last thing is to turn them into a Magic Extract, which is take 
some of the stats. Using this item on a character of your own will increase those 
stats, which persists through Reincarnations. 


Have your strongest characters in the Interrogation Squad before interrogating 
prisoners (left). Use your prisoners to level up your Squads (right). 


Hole-in-the-Wall 


Lv. 13 Catsaber (x4) Spider Thread, Festival Clothes Weakening Aura 
Lv. 10 Mischief (x4) Underling's Medal, Festival Clothes Bullying 
Lv. 13 Archer (x2) Longbow, Festival Clothes Support Attack 


Lv. 13 Warrior (x2) Versatile Billhook, Festival Clothes Wild Cry 


Christo will talk about the Capture Squad and prisoners at the beginning of the battle, 
so pay attention to what he's saying if you have an interest. Basically, placing 
characters in the Support Squad will give them a special skill that lets them capture 
enemies, turning them into prisoners. You can then use the prisoners, as described 
above in the Interrogation Room excerpt. Onto the battle itself, the map is pretty open 
and doesn't have a lot of room for you to maneuver across the poison waters. If you've 
heeded the advice given at the beginning of the episode, having the Poison Vaccine 
Evility equipped will make things go much smoother. 


You have the same types of monsters here, with the Catsabers and Mischief imps, and 
you should be used to Warriors by now. The Archers are probably something new, 
though, and as you guessed from the name of the unit, they use ranged attacks. Their 
Evility is called Support Attack and can potentially be dangerous, as if they are in 
range when another enemy attacks you, then they will proceed to attack you with a 
normal one. On the enemy's first turn, one of the Catsabers will Magichange and 
combine with the Archers' weapons. This will increase their stats by a bit, so they 
should definitely be one of the first enemies you deal with as you make your way 
across the poison. 


Hazardous Highway 4 


Lv. 13 Nemophila (x3) Jellyfish Stinger, Light Shield Sweet Aroma 
Lv. 13 Warrior (x4) Vine Blade, Light Shield Wild Cry 

Lv. 13 Orc Captain (x4) _Jellyfish Stinger, Light Shield Group Strategy 
Lv. 13 Lady Warrior (x4) Halberd, Light Shield Assault Attack 
Lv. 13 Acolyte Territory Cane, Light Shield, Psycho Orb Expert Hands 
Null Enemy Boost +50% 

Green ATK -50% 


Yellow DEF +50% 


Christo, once again, will talk about Squad Attacks at the beginning of the battle. For 
those characters who are leaders in Squads, they gain a special skill that can be used 
whenever they enter Revenge Mode. Using this skill on an enemy, which can only be 
used once per map per Squad, will attack every enemy in their Squad. As for the 
battle, the map is divided up into two halves, with some poison water on either side 
and a bridge in the middle. The first thing you'll see are the three Nemophila enemies 
in front of your Base Panel, all of whom are standing on Enemy Boost +50% panels. 


This means that those Nemophila will receive a 50% stat boost, so they will be harder 
than usual. Past them are the four Warriors, standing between two sets of panels with 
DEF +50% and ATK -50%. It's highly likely that they will get onto the DEF +50% ones 
while you're dealing with the Nemophila, so get ready for a war of attrition with them. If 
you feel like you're getting nowhere, you can always toss them onto the panels with 
ATK -50%, then block off the paths to the DEF +50% ones with your characters. In 
fact, it's probably best that you make your base on the DEF +50% panels, as the rest 
of the enemies, barring the Acolyte will come to you. If you do this, you should have no 
big problems taking out the rest of the enemies. 


Note: The final map for this episode is locked and will require you to go through the 
Item World of the Gate Key that is given to you. Unlike previous games, you are 
required to kill all of the enemies on each floor in order to level the item. Once you 
get the Gate Key to level 10, you will unlock the final map. 


You'll need to level up the Gate Key to 10 before you can unlock the final map (left). 
The Item World is completely random on every visit (right), so you never know what 
to expect. 


Fiendish Dance Floor 


Lv. 15 Minotaur (x2) 


Lv. 14 Orc Captain 
(x6) 


Lv. 14 Mischief (x4) 
Lv. 14 Warcat (x4) 
Lv. 15 Hedler (Neutral) 


Lv. 14 Mothman (x2; 
Neutral) 


Lv. 14 Messenger (x2; 


Jellyfish Stinger, Light Shield 
Jellyfish Stinger, Light Shield 


Medal of Sloth, Light Shield 
Jellyfish Stinger, Light Shield 


Medal of Sloth, Light Shield, 
Dark Rosary 


Jellyfish Stinger, Light Shield 


Medal of Sloth, Light Shield 


Greedy Disposition 
Group Strategy 


Bullying 
Weakening Aura 


Spreading Miasma, Poison 
Accelerator 


Spreading Miasma, Self- 
Sacrifice 


Spreading Miasma, Self- 


Neutral) Sacrifice 


The first thing you'll notice when you start this stage is that there are neutral enemies 
on the top, consisting of five Mothmen, one of which is the Overlord of Poisondise. As 
you might have guessed, he is well-versed in poisoning enemies and his second Evility 
makes it so enemies take 25% more poison damage. It's best to ignore the Mothmen, 
as you have to deal with plenty of other enemies and you don't even need to defeat 
them to finish the stage. Your Base Panel is on a tiny little island in the middle of the 
poison water, with a single lane leading to the outer edges with the normal enemies. 


It's a fairly tight squeeze, especially if you don't have Poison Vaccine, plus there's not 
a lot of room left for you to fight. The only new enemy type here are the Minotaurs, 
who have a single-target skill in their arsenal. They are also the meatiest of the bunch, 
sporting almost double the HP of the Orc Captains. Of course, things are complicated 
further, due to the Mischiefs having access to Wind and their unique skill, Stone, so 
they can peg you from a distance. If you concentrate on the regular enemies and leave 
the Mothmen alone, they will fight it out with the others until one side is dead. If this 
happens to be the Lost Army, then clean up the scraps. Hedler will join your party 
upon completing the map. 


The Nether Research Squad is now open for business, which allows you send 
characters (Killia and other story characters excluded) to research other Netherworlds. 
As you complete battles, either via the dimensional portal or Item World, the party you 
sent out will be exploring these Netherworlds. They will be fighting enemies, finding 
items, capturing prisoners and even discovering new Netherworlds. Each one has a 
specific level attached to it, so it's best to either match it or exceed the level given. 
Besides that, 15 new Quests have now appeared at the Quest Shop, four of which are 
related to unlocking monster classes. 


You can find the free chests at the following locations: 


e On top of the tent of the weapon shop 

e On the path in between the big open area below the Cheat Shop and 
Memories/Data NPCs 

e On the pathway past the Nether Research Squad NPC 


Researching other Netherworlds is great for leveling unused characters, as well as 
getting prisoners and equipment (left). The intruder can be found here (right). 


Before any new area opens up for you to explore, there is an intruder in your 
Netherworld that needs to be found. You are looking for a yellow Prinny, who can be 
found just past the Nether Research Squad, and beyond the chest there. All of the 
maps in this area have the Netherworld Effect that will randomly spawn mushrooms at 
the end of each full turn. These mushrooms usually carry an ailment with them, and 
you can pick them up and toss them at enemies to inflict said ailments. Of course, the 
ailments that appear are completely random and you do have to be careful of the one 
beneficial buff, in the form of the Giant Mushroom, which you can use on your own 


beneticial burt, in tne rorm ot tne Grant Mushroom, wnichn you can use on your own 
characters. 


Baptism of Spores 


Lv. 15 Curry Thief (BOSS) Porcupine, Maiden's Chihaya Support Attack 
Lv. 15 Curry Thief (x11) Porcupine, Maiden's Chihaya Support Attack 


You are facing off against a total of 12 Prinnies here, all of which but one will have fairly 
low health. You may be thinking of tossing them like normal Prinnies, but these ones 
do not explode upon doing that, so you'll have to do it the old-fashioned way. Their 
only Evility is Support Attack, which you might remember from a battle in the previous 
episode, but they have to be right next to you for it to trigger, so it's not too much of a 
problem. Besides that, their only attack is Prinny Barrage, which only hits one person 
up to three tiles away in a straight line. 


Rustling Bacteria 


Lv. 16 Orc Captain (X7) Porcupine, Maiden's Chihaya Group Strategy 
Lv. 16 Nemophila (x2) Crude Medal, Maiden's Chihaya Sweet Aroma 
Lv. 16 Mischief (x3) Crude Medal, Maiden's Chihaya Bullying 


Lv. 16 Fight Artist (x2) Grip Dynamometer, Maiden's Chihaya Fury 


The first thing you'll notice is that there are a bunch of Geo Panels on the map, but 
they don't have any effect from the start. The only Geo Symbol is an ATK +50% that is 
being "guarded" by three Orc Captains right in front of your Base Panel. This is where 
you have to make a decision on whether to use it or not, as if you do, then it's highly 
likely that you will give the remaining enemies a slight boost in damage on your party 
as they move around. The battle is simply a case of taking it slow and dealing with the 
enemies as they come, as there is nothing here that you haven't encountered before. 


Power Leveling: This is probably the second map where you can really utilize a 
power leveling trick, with Companion Zone being the first. Instead of the above 
enemies, you will fight a bunch of Shrooms, all of whom are relatively weak, since 
they can't counter, but they do have access to some decent skills. Slowly increase 
the enemy strength for this level until you can manage to get to 16 stars, which will 
cause all of the Shrooms to be level 99, where you find the enemies give out a lot 
more experience due to a glitch in the experience formula (been this way since the 
first game). Using a tower of characters, with your most defensive as your base, is 
ideal here and don't forget to use any Tower skills you may have learned. 


Level 99 enemies (left) give a lot of experience. You'll likely need to use Tower 
Attacks and skills to kill the enemies if you want to powerlevel (right). 


Mischievious Hyphae 


Lv. 18 Pixie (X2) Puppet's Medal, Life Jacket Magic Creation 
Lv. 16 Red Blob (x4) Cobra Twist, Life Jacket Gel Body 

Geo Symbols Geo Effects 

Blue Clone 

Null Silence 


While this stage is not particularly dangerous, it is still an annoying one due to the Geo 
Panel layout. There's only six enemies and the Red Blobs are all standing on the 
nanels which aive aff the effects of Clone and Silence This is an annavina 


panels, which give off the effects of Clone and Silence. This is an annoying 
combination, since physical attacks are fairly weak against the Red Blobs, and you 
can't use skills due to Silence. However, the Red Blobs also can't use skills, so they 
have to resort to physical attacks as well. 


Unfortunately, the Pixies are sitting in spots where they're not affected by the Geo 
Effects and they have access to debuffs, a skill that inflicts Amnesia (same as Silence, 
should you manage to get onto those unaffected tiles) and Mega-tiered spells. You can 
do one of two things here, either throwing a character to the top part of the map to 
destroy either Symbol, or just play a war of attrition and fight through the enemies 
without worrying about the effects. 


Slime Hell 

Lv. 18 Hunter (X5) Fairy Arch, Life Jacket Support Attack 
Lv. 18 Orc Captain (x3) Cobra Twist, Life Jacket Group Strategy 
Lv. 18 Fairy (X2) Puppet's Medal, Life Jacket Magic Creation 


There are two problems with this map, with the first being the layout of it. Despite the 
way it looks, you can probably only go certain paths, either due to it having gaps or 
the height being too high to jump. The other problem comes from the Fairies and 
Hunters, who will likely use their ranged attacks to pick off your characters one-by-one 
with their spells and bows, respectively. Other than to go around, you can always 
throw your characters to the higher/isolated spots, so they can get a jump on some of 
the Fairies and Hunters, who should be your first priority. 


Dreaming Mushroom 


Lv. 20 Minotaur (x2) Cobra Twist, Life Jacket Greedy Disposition 
Lv. 19 Mischief (x6) Crude Medal, Life Jacket _Bullying 
Lv. 19 Orc Captain (x10) Cobra Twist, Life Jacket Group Strategy 


Lv. 20 Cursed Berserker (Neutral) Cobra Twist, Life Jacket Anti-Bully Aura 


First and foremost, you want to stay away from the mysterious character, because she 
is quite strong and can do a lot of damage. However, you will need to act quick, as if 
she dies, then you will get one of the Bad Endings (similar to the one in Sterile Atrium), 
so taking your time is not something you can do, as she is surrounded by enemies. 


The neutral NPC is isolated at the top (left), with quite a few enemies. If she is killed, 
then you will get a Game Over (right). 


The two biggest hold ups will be the Minotaurs, since they have more HP than the 
others (ice attacks work great against them, as well as the Orc Captains), although 
their defense is about the same as the other enemies. If you have a strong character, 
you can toss him/her pass the gap at the bottom of the map, near your Base Panel, to 
get to other enemies quicker while the rest of your party is dealing with the first set of 
enemies. If need be, you might need to heal the NPC so she won't die and cause you 
to have to restart the map. 


A Taste of Curry to Come COLLECTED? 
Condition - Clear Ep. 4: Yellow, Rabbit, 
and Curry. d 


Episode 5 


A new service opens up in the Netherworld, the Curry Shop. Before you can use it, you 
have to place someone in the newly unlocked Curry Connoisseurs squad. Curry from 
the Curry Shop are buffs that you can use to grant all kinds of effects, like upping your 
attack. These effects will last for one battle, but there is a catch. Curry you make 
yourself by inserting whatever items you want, can sit there as you complete battles, 
which in turn will make it last longer (it ages according to the game, up to a maximum 
of 100 days). Five new quests are also available, one that lets you recruit another 
generic Overlord and three related to unlocking monster classes. 


You can find the free chests at the following locations: 


e On one of the lampposts in the center of the Netherworld 

e At the top of the Netherworld, right outside of Seraphina's room 

e In the little alcove next to the stairs by the Interrogation Room 

Before you head to the next area, Usalia ends up joining your party. She is a monster 
unit and her Magichange weapon is a Fist, so she's good for someone like a Martial 
Artist, Fight Mistress, or Killia if you've been using Fists on him. Some of the maps in 
this area will have the Netherworld Effect of reducing your water resistance by 50%, 
which means that the enemies will be using ice skills. 


Freezing Tundra 


Lv. 20 Gunner (x2) Night Revolver, Top Hat Assist, Cool Body 

Lv. 20 Mischief (x5) Bull's Horn, Top Hat Bullying, Cool Body 

Lv. 20 Good Skull (x3) Bat Staff, Top Hat Magic Bundle, Cool Body 
Lv. 20 Lady Warrior (x3) Cross Spear, Top Hat Assault Attack, Cool Body 


At the beginning of the battle, on the enemy's first turn, two of the Mischief monsters 
will Magichange and combine with the Gunners nearby. They shouldn't really prove 
too difficult to defeat now, as the biggest problem on the stage are the three Skulls. 
They are standing on a platform that's probably too high to move to normally, so you 
will need to take care of them in one of two ways. If you have gun users or magic 
spells in your arsenal, they can hit the Skulls, but there are also a bunch of ice blocks 


spells in your arsenal, they can hit the Skulls, but there are also a bunch of ice blocks 
nearby that can be used to form stairs to get to the Skulls. Note that despite each unit 
having the Cool Body Evility, all of them but the Skulls still have negative resistance to 
water. 
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The Skulls (left) are one of the biggest problems with this stage. A mage of your 
own will be able to hit them with ease (right). 


Cold-Blooded Dew 


Lv. 21 Anubis (x2) Eerie Medal, Top Hat Evil Eye, Cool Body 
Lv. 20 Ghoul (x6) Bull's Horn, Top Hat Predation, Cool Body 
Lv. 20 Red Blob (x4) Bull's Horn, Top Hat Gel Body, Cool Body 
Green Recovery 20% 


One of the first things you'll notice are the purple portals sitting around the map. These 
will summon a single enemy reinforcement for each portal at the end of each full turn, 
unless you defeat all of the enemies before it can deploy more. The reinforcements will 
just be more Undead and there will only be 8 total, so be prepared for them. You start 
out the battle with your Base Panel surrounded by Geo Panels with no effect. 
However, there is a Recovery 20% Geo Symbol sitting behind the one Anubis nearby, 
so concentrate on that enemy first and then toss the symbol onto a panel to basically 
create a fort for your characters. Block off all points of entry (there should be five of 
them) so the enemies cannot breach and use this effect for their benefit. 


tnem) so the enemies cannot preacn ana use tniIS eTrect Tor their pbenerit. 


Winter General 


Lv. 23 Au Pair 

Lv. 22 Corpse (x2; 
Rabbit) 

Lv. 23 Maid (x2) 


Lv. 23 Maid 


Lv. 23 Maid (x2) 
Lv. 22 Ghoul (x5) 


White Feather Fan, Camo- 
Clothes 


Bull's Horn, Top Hat 


Nethershroud Bow, Camo- 
Clothes 


White Feather Fan, Camo- 
Clothes 


Silent Army, Camo-Clothes 
Bull's Horn, Top Hat 


Efficient Work, Cool Body 
Benefits of Gaea, Cool 
Body 

Efficient Work, Cool Body 


Efficient Work, Cool Body 


Efficient Work, Cool Body 
Predation, Cool Body 


All of the enemies in this stage are up on cliffs that are too high for you to move to 
normally. Luckily, there are ice blocks around your Base Panel that you can use to 
create stairs that allow you to reach the enemies. Also, the Wrestler class (or Logan if 
you've recruited him already) is able to throw characters up to the higher areas. As for 
the enemies, there's nothing too challenging here, but keep an eye out for the Maid 
and Au Pair with the fans, as they know Mega Ice and with a decrease in water 
resistance, it could hurt. It's also possible the ones with ranged weapons will use the 
height advantage to pick off your members, so quickly get to them to shut them down. 


Class-A Frozen Soil 


Lv. 23 Zealot White Feather Fan, Camo-Clothes, Dark Medical Heal, Cool 
Orb Body 

Lv. 23 Set (x2) Medal of Evil, Camo-Clothes, Cross- Evil Eye, Cool Body 
Trainers 

Lv. 20 Ghoul (x8) Strange Feelers, Camo-Clothes Predation, Cool Body 

Lv. 20 Red Blob Strange Feelers, Camo-Clothes Gel Body, Cool Body 

(x4) 


Upon starting the battle, you will notice two big lines of Geo Panels near your Base 
Panel, with the blue ones granted ATK +50% and the yellow ones giving DEF +50%. 
Depending on your party makeup, this could be a simpler battle than you think, as 
ranged characters have the advantage of using the ATK +50% panels without having 
to worry about enemies getting in their faces (except for the Sets, since they have 
shoes equipped). The only enemies that can actually hit you up there are the two Sets, 
since they have magic spells. None of the skills from either the Ghouls or Red Blobs 
can hit you, so you can use this to your advantage. 


Melee characters should be using the DEF +50% panels (left), while ranged 
attackers should stand on the ATK +50% panels (right). 


However, if your party is comprised mostly of melee units, then you will have to think 
of a different strategy. This will probably involve setting them in place on the DEF 
+50% panels, as you want to mitigate as much damage as possible from the larger 
number of enemies on the map. You can always leave healers and any mages/ranged 
attackers up top and use the bottom area to lure enemies to those characters. Just be 
mindful of the enemv's movements. as there are ice blocks on the other side from vour 


mindful of the enemy's movements, as there are ice blocks on the other side from your 
Base Panel that they can use to get to the upper level. 


Queen of Sweet Snow 


Lv. 25 Usalia's Father Strange Feelers, Camo-Clothes Benefits of Gaea, Cool 


Body 
Lv. 25 Usalia's Medal of Evil, Camo-Clothes Benefits of Gaea, Cool 
Mother Body 
Lv. 23 Au Pair (x4) White Feather Fan, Camo- Efficient Work, Cool Body 


Clothes 
Lv. 23 Ghoul (x5) Strange Feelers, Camo-Clothes _Predation, Cool Body 


Usalia's Mother and Father (known hereafter as Mom and Pops) are strange enemies, 
as they look like Undead and have the skills of them (Mom knows Ice spells), but their 
Evility is from the Rabbit monster class. Unlike the previous encounter with Rabbits, 
Benefits of Gaea can actually come into play here, so you'll need to be careful in 
positioning your characters, as the 30% attack increase from those two when they're 
at a higher elevation can prove deadly. In fact, Mom and Pops are the only two you 
really need to keep an eye on throughout the battle, as the remaining foes are nothing 
you haven't been fighting up until now. 


Episode 6 


You will unlock a new major distraction at the beginning of this episode, which is the 
Chara World. Unlike the previous games, Chara World is now a board game and only 
the character you intend to power up may enter. Test it out and see how it plays, but 
be warned that the enemy level for the lowest difficulty is around 24, so if you don't 
have a character around that level, then it's a good idea to stay away from it. Four new 
Quests unlock, with one related to the Chara World and another two related to 
unlocked monster classes. 


You can find the free chests at the following locations: 
e On a lamppost in the area by the Curry Shop 

e On the platform right above Christo 

e Next to the fountain in the middle of the Netherworld 


Zeroken will join your party upon starting the first map in this area. 


Isolation Camp 


Lv. 25 Izuna Counterfeit Medal, Round Shield, Ninja Tabi Good Fortune 
Lv. 25 Genin (x3) Knight's Sabre, Massager, Magical Vest Mirage 

Lv. 25 Genin (x4) Massager, Knight's Sabre, Magical Vest Mirage 

Lv. 25 Chunin Orb Scepter, Magical Vest Mirage 

Lv. 25 Exorcist (x3) Sky Hunter, Magical Vest Bushido 


Right off the bat, you will be facing a boss enemy in this chapter. Izuna is nothing but a 
Nine-Tail Fox, whose Evility you will see increases her stats by 5% for each level of the 
Bonus Gauge there is. That means that you don't want to perform combos and just do 
single attacks, executing them after you input the commands. This limits the Bonus 
Gauge for you, however it also limits the stat increase for her. In addition to that, she 
has access to both Fire and Mega Fire. 


en 


Use ranged attacks on the Ninja to avoid them dodging it (left). While Izuna is pretty 
much a normal Nine-Tail Fox, she does have an Overload skill (right). 


The Genin on this map are probably your first encounter with enemies that utilize the 
sub-weapon system, with these enemies having both fist and sword skills. Their Evility 
makes it so you have a 50% chance of hitting them when you are next to them, so it's 
best to hit them with ranged attacks. The Exorcists have an Evility that strengthens 
their attacks if they're only targeting one person, so they are one enemy you actually 
want to group your characters with, to minimize the damage. 


Demon Mansion 


Lv. 25 Diabolist (x3) Knight's Sabre, Magical Vest Bushido 
Lv. 25 Chunin (x2) Massager, Magical Vest Mirage 
Lv. 25 Chunin (x3) Orb Scepter, Magical Vest Mirage 
Lv. 25 Diabolist (x3) Sky Hunter, Magical Vest Bushido 
Red No Entry 

Red No Entry 

Null Enemy Boost +50% 


This can be a troublesome map, especially if you don't take care of the Enemy Boost 
+50% Geo Effect near the beginning of the battle. However, it's behind sections of the 


man hlaalkan aff hu Na Entnr afante en vaulll naad ta ant rid af thaen firet Bafarn var 


map blocked off by No Entry effects, so you'll need to get rid of those first. Before you 
do that, though, take care of the three Diabolists with swords that are isolated from the 
other enemies near your Base Panel. With them out of the way, head towards the first 
No Entry symbol and destroy it, knowing full well that the corresponding Geo Panels 
on the pathways are now Enemy Boost +50% panels. 


It's also likely that the Diabolists with bows and the two Chunin will move forward to 
start attacking, so defend with any other characters for now. Move towards the next 
symbol and destroy it, while trying to stay alive, then move towards the Enemy Boost 
symbol to get rid of it. Once you do that, it's just a matter of cleaning up the remaining 
enemies. 


Relaxation Shrine 


Lv. 27 Chunin (x4) Pixie Staff, Round Shield, Ninja Tabi Mirage 

Lv. 27 Mythic Fox (x2) Counterfeit Medal, Round Shield Good Fortune 
Lv. 26 Chunin (x2) Shadow Howler, Round Shield, Ninja Tabi Mirage 

Lv. 25 Chunin (x2) Pixie Staff, Round Shield, Ninja Tabi Mirage 

Lv. 25 Chunin (x4) Large Naginata, Round Shield, Ninja Tabi Mirage 

Lv. 20 Warcat (x8) Wolf Fang, Round Shield, Energy Belt Weakening Aura 


The map is essentially split into two sides, with "bridges" connecting both in two 
places and the same amount of enemies on either side. On the enemies’ first turn, the 
Mythic Foxes will Magichange with the Chunin next to them. The best thing to do is to 
send all your characters to one side, so as not to attract too many enemies at once or 
split your own forces. Since it's highly likely all of the enemies will start coming 
towards you at the beginning, it'Il take some time for the one side to get to the other, 
giving you ample opportunities to taking out as many enemies as possible. The 
Warcats, although high in number, are decently handicapped by only being level 20. 
Remember to try and use ranged attacks on the Chunin, so they don't have the 
chance to dodge them. 


Sticking to one side will allow you to concentrate on a lesser number of enemies 
and keep your party all in one place. 


Sharp Fang Shrine 


Lv. 28 Lost Elite Wolf Fang, Round Shield Immortal Body 

Officer 

Lv. 27 Orc Captain (xX7) Wolf Fang, Round Shield Group Strategy 

Lv. 27 Mischief (x4) Counterfeit Medal, Round Shield Bullying 

Lv. 28 Thunder Fist Power Knuckles, Round Shield Rapid Movement 

Lv. 28 Wind Spinner Power Knuckles, Round Shield Rapid Movement 

(x2) 

Lv. 28 Izuna (Neutral) Counterfeit Medal, Round Shield, Good Fortune 
Camo-Clothes 

Lv. 25 Diabolist (x2; Shadow Howler, Round Shield Bushido, Self- 

Neutral) Sacrifice 

Lv. 25 Chunin (x4; Civilian's Jitte, Round Shield Mirage, Self- 

Neutral) Sacrifice 

Red Movement +1 


Null Movement +1 


Despite the warriors of Dragon Fang being neutral in this battle, they will still attack 
you should you get too close. All of the non-lzuna units have Self-Sacrifice as a 
common Evility, which boosts the others' Revenge gauge by 20% should they perish 
in battle. That means if five of them die, then the remaining two Dragon Fang warriors 
will have a full Revenge gauge. As for the Lost Army, the two enemies you need to 
watch out for are the Fight Mistresses and the Horseman. 


Fight Mistresses, as you might know, have Rapid Movement, which increases their 
evasion rate the more they move during their turn, so be prepared in case one of your 
attacks miss. They also have an incredible amount of counters, so try to get them with 
ranged attacks. The Horseman has an annoying unique Evility of cutting all physical 
damage in half, so if you have a magic user (especially with wind), then make them go 
after him. 


You do not need to worry about a Game Over or anything should all of the Dragon 
Fang guys die, as nothing will change. It should be said that by the time you get to 
everyone else, though, Izuna will probably be the only one left alive. As you will notice 
at the beginning of the battle, there are a lot of Geo Panels with the Movement +2 
effect, making it a bit easier for your characters to join in the battle. Of course, unless 
your characters have at least 29 Jump, then there's only path you can go on to reach 
said enemies. Depending on what the Lost Army and Dragon Fang guys do, there 
shouldn't be too many enemies left for you. 


Prison of Sacrifice 


Lv. 35 Bloodis Power Knuckles, Round Shield Fighting Aura 


Bloodis is a very strong enemy, not only being level 35, but also with an annoying 
Evility that limits your movement to one if you're within 3 panels of him. Despite him 
having access to a lot of skills, he can only use the fist ones and Dark Rosario, which 
hits in a cross-shaped pattern directly in front of him; it can inflict Weaken on your 
characters and is of the Star element. 
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Bloodis' Evility limits your movement to one panel when you're close enough (left). 
Although he has access to many skills, he can only use his Unique and Fist skills 


(right). 


Hopefully you've been eating your Wheaties or have a decent number of strong party 
members, preferably some with ranged attacks so you don't have to deal with Bloodis' 
Evility. The most troublesome thing about this battle is his Overload skill, which buffs 
his stats by 100% for two turns, making him even stronger. There's no real trick to the 
battle, as it's pretty much a head-on battle, so either defeat Bloodis before he 
manages to get a full Revenge meter, or be prepared to lose a few troops in the 
process. 


Bloodis' Big Secret — « COLLECTED? 


Condition - Clear Ep. 6: The Sixth 
Warrior. 
EN PL 
NA 


Episode 7 


The Netherworld Edit Shop is unlocked upon starting this episode, which lets you edit 
the interior and exterior of the Pocket Netherworld to your liking. This includes moving 
around the various NPCs, so you could have all of the ones you use right next to the 
Dimensional Prinny for easy convenience. It also includes being able to summon your 
own Netherworld in battles, which can replace the current Effect with one of your own 
(or none if you don't have one equipped). Only two new Quests will unlock, one of 
which allows you to recruit the Dragon Overlord if you complete the battle, and the 
other will unlock Nine-Tails monster class. 


You can find the free chests at the following locations: 
e On the stairs right by the Interrogation Room 


e By the Data and Memories NPCs 
e Next to one of the beds behind the Hospital NPC (will need to turn camera to see it) 


Bloody Quicksand 
Lv. 30 Beast Bear Claw, Mascot Costume Greedy Disposition 
Lv. 30 Sniper (x4) Twin Danger, Mascot Costume Assist 
Lv. 30 Coral Knight (x2) Bewitched Axe, Mascot Costume Hero's Shield 
Lv. 30 Coral Knight Light Partisan, Mascot Costume Hero's Shield 
Lv. 30 Warrior (x4) Parazonium, Mascot Costume Wild Cry 
Lv. 30 Warrior (x2) Bewitched Axe, Mascot Costume Wild Cry 


Armor Knights (the Coral Knights) can be one of the more annoying enemies to face in 
the game, as their Unique Evility basically allows them to take the place of another 
enemy and receive the damage from anywhere on the map, as long as they are 
defending. They can only do this up to three times per turn and luckily, they don't have 
any other Evilities on them for this battle. 
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Armor Knights are one of the more annoying enemies, especially when they start 
defending (left). The Snipers will pick you off with ranged attacks (right). 


After the Coral Knights, the only other enemies you really need to watch out for are the 
Snipers, as their one skill can hit up to eight spaces away, although it's only one 
target. Also, as you've probably noticed, the Netherworld Effect for this place lowers 
your accuracy by 20% all the time, so if you find it detrimental, summon your own 
Netherworld when your Bonus Gauge at 1+. 


Flaming Balance Beam 


Lv. 30 Matango (x5) Bear Claw, Mascot Costume Shroom Power 
Lv. 30 Mischief (x3) Medal of Oblivion, Mascot Costume Bullying 
Lv. 30 Orc Captain (x4) Bear Claw, Mascot Costume Group Strategy 


This battle is a lot easier than the previous one, simply due to there being nothing too 
big to worry about, in terms of any gimmicks or similar things. There's only path 
towards the enemies and it's a narrow bridge, so it's likely the Mischief imps will use 
Stone to snipe you from a distance, although they can only hit you from four spaces 
away. The Orc Captains are the same as always and can hit characters up to three 
spaces away with their one skill. If you happen to use a lot of female units, then make 
sure you don't have them stand next to the Matangos, as their Evility lowers their stats 
by 20% should they be next to them. 


Furious Heatwave 


Lv. 33 Acolyte Red Beast, Mascot Costume Expert Hands 

Lv. 33 Rogue Venom Fang Bow, Mascot Costume, Ninja Thief Skills 
Tabi 

Lv. 32 Sniper (x2) Twin Danger, Mascot Costume Assist, Hawk 

Eye 

Lv. 31 Warrior Bewitched Axe, Mascot Costume Wild Cry 

(x5) 

Green Enemy Boost +50% 

Blue Recovery 20% 

Red DEF +50% 

Null Recovery 20% 


You will probably find this map a bit more annoying than the previous two, due to how 
it's set up. All of the enemies, except for the Rogue, are standing on Geo Panels that 
grant them the Enemy Boost +50% and Recovery 20% effects. To add to the 
annoyances, the Netherworld Effect is also in play here, making it slightly harder to hit 
the enemies. The symbols with those effects are sitting on top of the cliff behind them, 
which will likely require a character that's good with throwing (like Logan). You 
probably noticed the green panels in front of the red ones, which have no effect on 
them. 


Before you toss a character over to the lone symbols, you will want to do something 
else. Take any normal character and place them two tiles from the Base Panel, then 
have someone who can throw onto the cliff stand next to the Base Panel. Take a 
strong character and have them stand on your base, then pick him/her up with Logan 
and have the first character you placed pick them up. Toss Logan into the area with 
the lone symbols, then have him toss the strong character onto the cliff with the 
Rogue. If you can defeat her in that turn, then that's even better, but it's possible she 
will kill Logan (unless you've been beefing him up). 


Tossing a character to where the enemy Thief is located is one possible way to 
clear the stage (left). You can also use the leftover Geo Symbols to make a safe 
haven for your characters (right). 


This character is also in a prime position to journey to the other end and destroy the 
enemy-loving Geo Symbols. If Logan is still around, have him place the Geo Symbols 
near him onto the panels, should you want him to. Otherwise, ignore them and start 
bringing out your characters to fight the baddies! Oh, it should be mentioned that 
there's an Enemy Base Panel spitting out level 25 Messengers (Mothmen) at the end 
of each full turn, which can prove troublesome if they happen to get any ailments on 
you. There's only around five of them, though, and the Acolyte will sit back and 
heal/buff the other enemies, since she has nothing but her staff to attack with. 


Burning Quicksand 


Lv. 34 Dirty Bear Hammer Head, Bikini Armor Rage Charge, Hypered 
Lv. 33 Onyx Knight (x3) Sky Piercer, Bikini Armor Hero's Shield 

Lv. 33 Onyx Knight Attaxe on Titan, Bikini Armor Hero's Shield 

Lv. 32 Set (x2) Delinquincy Medal, Bikini Armor _ Evil Eye 

Lv. 32 Orc Captain (x3) Hammer Head, Bikini Armor Group Strategy 

Lv. 32 Dirty Bear (x2) Hammer Head, Bikini Armor Rage Charge 

Lv. 30 Grizzly (x3) Hammer Head, Bikini Armor Rage Charge 


The Dirty Bear at the top of the map has the Hypered Evility, which means that it'Il stay 
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giant for the whole time it's alive, granting it extra stats and almost tripling its HP. This 
is the strongest enemy unit on the map, but put it in the back of your mind for now. 
The first set of enemies are the three Grizzlies closest to your Base Panel, who 
shouldn't take you too long to defeat. After you do this, you're going to need to throw 
your stronger characters up to the top from the nearby “hill.” 


It's best to set things up before you toss someone, since the enemies will be waiting 
for you. This includes positioning a Wrestler or Logan there and getting as many 
characters ready to be thrown. Although it hasn't been said yet, Wrestlers/Logan have 
the ability to keep throwing characters as long as they don't move, so you could 
theoretically throw your entire party to the upper level in one turn. 


The first set of enemies you'll meet up here are two Onyx Knights and two Dirty Bears, 
so be prepared for some strong attacks and the annoying Evility of the Knights. Note 
that targeting other Knights or using AoE skills (with the Knight included) will make it 
so the Knights can't use their Evility at all. The second set of enemies consists of two 
Orc Captains and a Set, so you should be able to quickly take them out. The last set 
are two more Knights, an Orc Captain, a Set and the giant Dirty Bear. It might be best 
to try and quickly eliminate the Knights first, then concentrate on the Bear until you 
manage to kill it. Clean up the rest to finish the battle. 


Dying Flames 
Lv. 35 Bloodis Jugular Thrust, Bikini Armor Fighting Aura 
Lv. 34 Dirty Bear (X2) Hammer Head, Bikini Armor Rage Charge 
Lv. 34 Set Delinquency Medal, Bikini Armor Evil Eye 
Lv. 33 Lady Warrior Sky Piercer, Bikini Armor Assault Attack 
(x2) 
Lv. 33 Lady Warrior _Earthen Bow, Bikini Armor Assault Attack 
Lv. 33 Good Skull Hammer Rod, Bikini Armor, Dark Magic Bundle, Casting 
(x3) Orb Mastery 
Lv. 31 Fight Artist Jugular Thrust, Bikini Armor Fury 


(4) 


There are certainly a lot of enemies here, with Gold..err, Bloodis making another 
appearance. He's the same level as he was before, but he still has the same annoying 
Evility and Overload skill, so make sure you keep an eye on him at all times, especially 
when you start moving towards his end of the map. The rest of the enemies here are 
nothing new to you, although one of the Lady Warriors has a bow equipped, so she 
has some range. 


Bloodis has returned and he brought more than a few friends along to help him. 


The Skulls have a second Evility on them, called Casting Mastery, which just increases 
their INT aptitude by 10%, giving them a little extra firepower to their Mega-tiered 
spells. The best strategy for this map is to just take it slow and trying to eliminate the 
most troublesome units, such as the ones that can hit you with ranged attacks, first. 
Getting rid of everyone else will likely trigger Bloodis' Overload, so either stay away 
from him until it wears off or be prepared for a butt-whooping. 


Practice Makes? COLLECTED? 
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Episode 8 


A new bill can now be passed at the Dark Assembly, called Train at Martial Training. 
Passing this will open a new area, called Martial Training, with only one map for now. 
At first, the map looks relatively harmless, with only three enemies, but clear it once 
and return to find it has changed slightly. The same three enemies will now be 
standing on EXP +100% panels and you can use it to level up your characters. To 
make it even better, go to the Cheat Shop and to the second page (R1 button), upping 
the enemy difficulty to 1 star. 


This will make those enemies level 99, which is a glitch (well, a feature by this point, 
since it's been in every game) in the experience formula, making them give the same 
amount of experience as level -320 or so enemies. Also, one new Quest is now 
available, which can be completed to gain access to the Bear monster class. 


You can find the free chests at the following locations: 


e In the "hole" by the Memories NPC 
e On one of the columns leading to Seraphina's room 
e Behind the wheel next to the Nether Editor 


Escort Fleet Messier 


Lv. 36 Magic Knight (x2) Justice Blade, Iron Mask Elemental Force, Elemental Rise 
Lv. 35 Head Orc (x4) Thorn Whip, lron Mask __ Group Strategy 
Lv. 35 Champinion (x4) Thorn Whip, Iron Mask __Shroom Power 


There aren't too many enemies here and the biggest threats to you are probably the 
two Magic Knights that are closest to you. Their Unique Evility makes it so their 


two Magic Knights that are closest to you. Their Unique Evility makes it so their 
element resistance value is reflected upon their elemental attacks, which when 
combined with Elemental Rise, boosts those attacks some more. Not only do they 
have access to the first-tier Fire, lce and Wind spells, but they also have elemental 
versions of the first three Sword skills. Since they're closest, they should be top 
priority, with the remaining enemies being nothing new. If you want an easier battle, 
you can always lift the enemies and toss them off the map, which kills them thanks to 
the Netherworld Effect, but you don't receive any experience for doing this. 


Zodiac Airframe 


Lv. 40 Blue Mage Joker Staff, Iron Mask, Falcon Shoes, Magic Moderation, 


Bloody Orb Expand 
Lv. 38 Sniper Bugle M13, Iron Mask Assist, Hawk Eye 
Lv. 38 Gremlin (x4) Medal of Greed, Iron Mask, Bloody Orb _Bullying 
Lv. 37 Onyx Knight Moonshadow Spear, Iron Mask Hero's Shield 
(<5) 
Blue Attack Times +1 
Red ATK +50% 
Null Recovery 20% 


This is a fairly linear map that is made all the more challenging thanks to the Geo 
Effects and the Onyx Knights. The blue panels all have the Recovery 20% effect, 
which is where all of the Knights are standing, who will defend from their very first turn. 
The green panels all have the ATK +50% and Attack Times +1 effects, which is where 
every other enemy is standing. Thankfully, the stage is set up so you don't have to 
bear the brunt of all of the enemies attacking you at the same time, but you won't be 
able to attack anything else until you get rid of all of the Knights since they will take the 
place of any attacks on the non-Knights enemies. 


The lovely Armor Knights and their defensive nature return (left). You can toss a 
character to the Recovery symbol to get rid of it (right). 


The Knights will recover around 450-500 HP at the end of each of their turns, due to 
the Recovery 20% effect. If you have a Wrestler or Logan, you should be able to throw 
a character to the platform with that Geo Symbol to destroy it, if you want, but the 
Recovery effect also benefits you from the double attacks you will be receiving. If you 
have ranged attacks, then it's possible to stay back enough to where the Gremlins 
won't attack while you go after the Knights. Once the annoying Knights are finished, 
it's only a matter of taking your time in taking out the remaining enemies, so make sure 
you utilize the current Geo Effects to your advantage. 


Vauban Sphere 

Lv. 42 Sophist Joker Staff, Iron Mask Medical Insertion 
Lv. 42 Dark Knight (x2) Justice Blade, Iron Mask Elemental Force 
Lv. 40 Lilim (x2) Medal of Greed, Iron Mask Sexy Aura 

Lv. 40 Empusa (x2) Medal of Greed, Iron Mask Sexy Aura 

Geo Symbols Geo Effect 

Yellow Clone 

Null Clone 


If the last map wasn't annoying, this one certainly is a pain. The four Succubi are 


etandina an an Panale that arant tha Cana affact with thara haina four amntr nanale 


standing on Geo Panels that grant the Clone effect, with there being four empty panels 
of the corresponding colors in the middle of the map. At the end of each full turn, an 
exact clone of that Succubi will appear in the middle of the map. Succubi are possibly 
one of the more dangerous enemies, due to their attacks being imbued with Charm, 
which if it takes effect, will turn a party member against their own team, so it's 
possible that your strongest character can wreak havoc on your own side. 


The two Geo Symbols are being guarded by the two Dark Knights, who don't have the 
added Evility that adds some bonus resistances, like in the first map of this area. Also, 
it should be mentioned that male characters will have their stats lowered if they stand 
next to the Succubi, similar to the Shrooms and female characters. The best course of 
action is to go around the map, killing the Succubi and if you get close enough to the 
Geo Symbols, destroy them before they can make any more Succubi. The Sophist is 
of the Professor class and their Evility doubles the effect of support magic. 


Main Deck - 4th Area 


Lv. 43 Head Orc (x4) Thorn Whip, Iron Mask Group Strategy 
Lv. 43 Blue Gelatin (x4) Thorn Whip, Iron Mask Gel Body 

Lv. 43 Lilith (x4) Medal of Greed, Iron Mask Sexy Aura 
Green Warp 

Blue Warp 

Yellow Warp 

Purple Warp 

Red Ally Boost +50% 

Null Warp 


The first thing you will notice when you first enter this stage is that it is a bunch of 
ships that aren't really connected. At the front of each ship is a single Geo Panel that 
has a Warp effect on it, which will send you off to another ship, usually with two 
enemies waiting for you. You can only send one character a turn to each ship, so make 


enemies waiting for you. You can only send one character a turn to each ship, so make 
sure they are strong and can deal with what's there. The first ship with enemies will 
have two Orcs, then the second ship will have two Blue Gelatins, so it might be wise to 
send someone with an elemental attack to deal with them. 


You'll need strong characters for this battle, both physical (left) and magical (right), 
to deal with the enemies on each ship. 


After that, you will find connected ships, which is where the Lilith enemies are located, 
in addition to two more Orcs, so you will want more characters prepared to go there 
after sending one through. Note that you can reach the last ship with more Gelatins via 
the chains, but you can also warp there. If you do, it might be a good idea to take the 
purple warp to an area with two green chests, which give you Legendary items. 


Note: Zeroken learns another Unique Evility, called Underdog Bravery, allowing 
him to deal 50% more damage to enemies the same level as him or higher. He also 
learns an Overload skill named Superluminal Wolf, creating copies of himself that 
you can control for three turns. 


DT Core Field 


Equipment Evility 


Lv. 50 Bloodis Cross Counter, Chain Mail, Falcon Shoes Fighting Aura, Pressure 


Like earlier in the game, the only enemy you will be fighting here is Bloodis, who is 
level 50 and probably a bit higher than your own characters. Not much else has 
changed, in terms of battling him, except he has a new Evility equipped, called 


changed, in terms of battling him, except he has a new Evility equipped, called 
Pressure. At the beginning of each of his turns, your characters' Revenge Gauge will 
decrease by 10%, which is quite troublesome (unless it's already filled, meaning it 
won't trigger). He also has a new skill caled Destruction Shot, which hits in an X- 
pattern, so try not to place your characters so close together. He still has the same 
annoying unique Evility and Overload skill, so either try to take him out quick, if you 
can. 


Episode 9 


Two new Squads now unlock, the Innocent Aid Squad and the Skill Training Squad. 
The first opens up the Innocent Farm at the Innocent Shop, allowing you to place 
Innocents in it to increase their usefulness. When they have the yellow star next to the 
icon, then they cannot grow anymore and should be swapped for other Innocents. If 
you can, try to concentrate all prisoners on leveling this Squad so it's maxed out, 
which will help out a lot in the long term. 


The other Squad, the Skill Training one, allows the people in it to learn the skills of the 
leader, but you can't learn Unique Skills. Also, you have to use the skill enough times 
in order for it to become level 1, which is when the character using it can use it without 
having to rely on the leader still being in the Squad. One new Quest appears in the 
Quest Shop, which will unlock the Succubus monster class. 


You can find the free chests at the following locations: 


e Above the Item Shop 
e In the "hole" by the Memories NPC 
e By the rockets where Christo is standing 


Land of Rush 


Lv. 46 Lightweight (x4) Hand Power, Power Suit _ Pro Tosser, Fire Body 


Lv. 45 Champ of Fighters Obsidian Spear, Power Fury, Fire Body 
(x5) Suit 


Lv. 45 Thunder Fist (x3) Dusk Bane, Power Suit Rapid Movement, Fire 
Body 


Wrestlers are the best throwers in the game and you will see their expertise in action in 
this battle. On each of their turns, the Lightweights will toss their allies as close as 
possible to your location, until there aren't any more left. When they are alone and 
within range, they will use their Heroic Backbreaker skill, which does damage and lifts 
your character for that turn, to be followed with Super Piledriver on their next turn. 


The Wrestlers will toss the other characters across the gaps (left). They also have a 
special move where they end up lifting your character (right). 


This is especially annoying, as the character that is lifted is basically taken out of the 
battle until they use their next skill or you manage to defeat the enemy. Every single 
enemy here (and in the upcoming battles) will have Fire Body equipped as a common 
Evility, increasing their fire resistance by 25, so it's probably a wise choice to avoid 
using fire unless they are in the negative. 


Dissolving Wasteland 


Lv. 47 Lightweight (x3) Hand Power, Power Suit Pro Tosser, Fire Body 
Lv. 45 Destroyer (x2) Duskbane, Power Suit Wild Cry, Fire Body 
Lv. 45 Destroyer (x2) Deadly Anchor, Power Suit Wild Cry, Fire Body 
Lv. 45 Destroyer (x2) Obsidian Spear, Power Suit Wild Cry, Fire Body 


Lv. 45 Valkyrie (x2) Obsidian Spear, Power Suit Assault Attack, Fire Body 
Lv. 45 Valkyrie (x2) Duskbane, Power Suit Assault Attack, Fire Body 
Lv. 45 Valkyrie (x2) Deadly Anchor, Power Suit Assault Attack, Fire Body 
Blue ATK +50% 
Yellow DEF -50% 


Null No Entry 


The Wrestlers make their reappearance here and will pretty much do the same thing as 
the last battle. The first thing you will notice is that a majority of the map is covered in 
red Geo Panels, which give off two effects, ATK +50% and DEF -50%. If you want to 
deal with it, then it's fine, but there is an easy way to get rid of all of the panels on the 
map, while severely damaging the enemies in the process. It involves using Logan or 
any other character with a Throw stat of 7, then going to the spot pictured below and 
tossing a character to the section with the two Geo Symbols. Destroy them both and it 
will set off a chain reaction that will get you the One-Time Bonus and also make all of 
the enemies really low on health. From there, it's simply a matter of finishing off the 
enemies as you get into range. 
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Use Logan to toss a character to the spot shown (left), then have that character 
destroy the Geo Symbols (right). 


Senseless Lava Flow 


Lv. 47 Holy Bow of Miracles, Duskbane, Power Bushido, Fire Body 

Swordswoman (x6) Suit 

Lv. 47 Nekomata (x5) Death's Embrace, Power Suit Final Blow, Fire Body 

Lv. 45 Cait Sith (x4) Death's Embrace, Power Suit, Weakening Aura, Fire 
Falcon Shoes Body 


This is the first map in this area that has the Netherworld Effect of decreasing your fire 
resistance by 50 points. The good thing is that only one enemy has access to a fire 
skill, which are the Cait Sith, so once you get rid of them, you don't have to worry 
about the effect. The Nekomata at the top of the map can be auite vicious. as thev 


about the effect. The Nekomata at the top of the map can be quite vicious, as they 
have the highest attack power out of anything else on the map, but it will be a little bit 
before confronting them. The Swordswomen are probably the biggest worry at the 
start, as they are equipped with both a bow and sword, with access to both kinds of 
skills. As you're climbing the map, it's highly likely that the Swordswomen will pick you 
off with their bows, so try to defend until you get into range. 


Salamander Ferocity 


Lv. 49 Welterweight Kung Fu Fist, Shell Shield, Falcon Shoes _ Pro Tosser, Fire 


(x2) Body 
Lv. 49 Holy Mighty Shotel, Shell Sparrow, Shell Shield, Bushido, Fire 
Swordswoman (x2) Falcon Shoes Body 
Lv. 47 Destroyer (x4) Golden Hatchet, Shell Shield, Falcon Wild Cry, Fire 
Shoes Body 
Lv. 45 Gremlin (x8) Sinister Medal, Shell Shield, Falcon Shoes _Bullying, Fire 
Body 


Another linear map, with you having to fight through a bunch of Gremlins and 
Destroyers before you get to the Welterweights and Swordswomen at the top. If you 
have anyone weak to fire on your team, it might be best to avoid using them too much, 
as the Gremlins have access to the basic Fire spell, as well as Resist Break. At the 
beginning of the battle, the two Wrestlers will toss the Samurai to your area, so be 
prepared for them. The rest of the battle is a simple might test, so take things slow and 
let the enemies come to you as soon as they are in range. 


Scorching Heart 


Lv. 50 Lost Squad Female Welrod Mk Il, Kung Fu Fist, Shell Assist 
Shield 

Lv. 50 Lilim Tsuchinoko, Shell Shield Sexy Aura 

Lv. 50 Red Blob Tsuchinoko, Shell Shield Gel Body 

L. 47 Lost Squad Member Mighty Shotel, Shell Shield Elemental 

(x6) Force 

Lv. 47 Set (X5) Sinister Medal, Shell Shield Evil Eye 


Before the battle begins, Red Magnus gains access to another Unique Evility, called 
Heart of a Leader. This buffs his stats by 3% for each unit that is in the same Squad 
as him. Also, his Super Olympia Overload skill is now Super Universe, increasing his 
stats from 40% to 50% whenever he uses it. On the enemy's first turn, the Lilim and 
Red Blob will Magichange with the Gunner, making him more of a pain in the neck 
since he also gets their Evilities. 
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Red Magnus' new Overload will give him a little extra oomph to his attacks. 


Every enemy unit on the map has access to a fire skill, and when combined with the 
decrease thanks to the Netherworld Effect, this could spell trouble for those weak 
against it. Try and lure enemies to your position, rather than head in without thinking. 
Taking down the Gunner will take a lot of your strength, so saving him for last is 
probably the ideal thing to do. 


Episode 10 


There isn't really much of anything new that happens when you start this episode, 
other than the game telling you that you've gotten new Netherworld parts, which are 
all decoration. There is one new Quest, which when completed will unlock the Felynn 
monster class. 


You can find the free chests at the following locations: 


e In between the stairs and wall by the Quests Shop 
e On the railing above the Equipment and Item Shops 
e In the big open area by the Cheat Shop 


Tranquil Castle Wall 


Lv. 51 Reshep (x2) Strange Medal, Ninja Clothes Evil Eye, Poison Chance 
Lv. 40 Corpse (x14) Jack O' Lantern, Ninja Clothes _Predation, Poison Chance 
Lv. 30 Ghoul (x24) Jack O' Lantern, Ninja Clothes __ Predation, Poison Chance 


Poison Vaccine is a great Evility to have for this stage, as you can see from the 
plethora of Undead present. All of the enemies are equipped with the Poison Chance 
Evility, which lets them do 100% more damage to your characters if they are poisoned, 
so equipping Poison Vaccine will make it so they don't. Thankfully, the Ghouls aren't 
really high leveled, so it shouldn't take too much to kill them, thinning out the numbers 
of enemies you have to fight. There's really no trick to this fight, other than to use skills 
that hit more than one enemy at a time. 


Poison Vaccine is a great Evility to have (left) and is available to everyone from the 
beginning, as the Undead (right) have access to it. 


Carrot Garden 


Lv. 53 Gray Cells (x3) Cross Impact, Black Ball, Ninja Clothes Medical Insertion 


Lv. 45 Corpse (x11) Jack O' Lantern, Ninja Clothes Predation 
Lv. 45 Watcher (X7) Strange Medal, Ninja Clothes Spreading Miasma 


The Gray Cells have two weapons equipped, both suited for long-ranged combat, but 
they also have a bunch of skills and spells suited for support. Should they buff up the 
other enemies, combined with the possibility of status ailments being inflicted on you, 
then it could spell trouble. As you already know, the zombies can inflict poison, so 
having something like Poison Vaccine works wonders here, as the Watchers can inflict 
it, too. 


In addition to that, they can inflict Paralysis on you, which while annoying, is not as 
devastating as Poison. However, the Watchers should still be your first priority, just 
because of their higher chance to inflict ailments, plus there are four close enough to 
your Base Panel. Also, there are five zombies in a cross shape in the middle of the 
map, which is a perfect setup for someone like Killia to use Hellfire Shot, as the 
zombies are weak to fire. 


Compassion Street 


Lv. 53 Rogue (Xx3) Black Ball, Ninja Clothes Thief Skills 
Lv. 50 Corpse (x9) Jack O' Lantern, Ninja Clothes Predation, Poison Chance 


Don't be fooled by the lower than normal number of enemies, as there are two enemy 
portals that will spit out the same Corpses that you normally find in the battle, so there 
will be a lot more than nine of them if you don't start thinning their numbers. You might 
see the Rogue past the broken bridge toss some zombies over to your side, but they 
will typically stay back and either do normal attacks with their guns or skills with them. 
You can use the path that leads to the bigger section of the map as a choke point, 
letting the enemies pile up on the path. Note that when you see a Rogue come out of 
the portal, then that will be the last of the reinforcements. 


Not only do the purple portals spawn more enemies (left), but the Thieves will also 
toss the Undead near them across the gaps to get them closer to your party (right). 


Cooperation Plaza 


Lv. 52 Corpse (x23; Rabbit) Jack O' Lantern, Ninja Clothes Benefits of Gaea 


Green DEF +50% 
Null ATK +50% 


There's only one kind of enemy in this battle, which are Rabbits, although there are a 
lot of them. Their Evility basically makes their attacks stronger when they attack at a 
higher elevation than your characters. As you start the battle, you will see a set of 3x3 
Geo Panels with a few Rabbits on them, with the panels giving an ATK +50% effect. If 
you want to make this battle easy, clear those Rabbits and put your characters there. 
Position your characters so they can't stand on the Geo Panels and if you want, 
quickly toss the DEF +50% onto one of the Geo Panels so you can mitigate some of 
the damage the Rabbits do. You shouldn't have to move, as all of the enemies will 
come to you. 


Toto Castle Gate 


Equipment Evility 


Lv. 55 Majorita Sorcerer Wand, Sorcerer Wand, Dress Queen of Coffins, 
Armor, Bloody Orb Double Bladed 

Lv. 55 Prinny Staff, Dress Armor, Bloody Orb Efficient Work 

Between Maid 

Lv. 50 Reshep Strange Medal, Ninja Clothes Evil Eye 

(x2) 

Lv. 48 Corpse Jack O' Lantern, Ninja Clothes Predation, Poison 

(x3) Chance 


Prior to the battle starting, Usalia will learn a new Evility (Precious People) that boosts 
her ATK by 20% for every ally that's adjacent to her. Also, her Overload skill is now 
Murmur of Rage, allowing her to transform to her berserk state, which can damage all 
enemies, as well as allow her Support Attack range to become infinite for three turns. 
The fated battle with Majorita and boy, she can be a tough one. She is dual-wielding 
two Sorcerer Wands and because of her Double Bladed Evility, she gets the stats from 
both of them. 


In addition to that, for every other enemy you defeat, her attack power increases by 
10%, so defeating every other enemy on the map will boost it by 60%, making it 
possible for Majorita to one-shot some of your characters. To add even more pain to 
help out Majorita, there are enemy portals on the map that will spew out more Corpses 
at the end of each turn, adding to her attack power even more. 


Majorita gets stronger as you kill more enemies (left). Her Overload also brings back 
all fallen enemies as neutral characters (right). 


Making matters worse, her Overload skill, Broken Faith Magia, allows her to bring all of 
the enemies that you defeat back to life, but they will come back as neutral enemies. 
So, those enemies that are brought back will attack anyone, including you and 
Majorita. There are two ways to deal with this battle, with the obvious choice being to 
just kill everything in your way while fighting your way to Majorita. The other way is to 
use a Wrestler or Logan to toss your strongest characters towards Majorita and try to 
defeat her before she can get dangerous from her Evility or have a chance to use 
Broken Faith Magia. 


Our Daughter Is in Another Castle cou 1 Ecrep? 
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Episode 11 


A new bill has appeared in the Dark Assembly, allowing you to unlock the second 
stage of Martial Training. Note that this map is still not as good as the first one, so if 
you still wish to level your characters, use the first with the enemy strength at 1 star. 
There are no new major Quests available at the Quest Shop and nothing else unlocks. 


You can find the free chests at the following locations: 
e By the Hospital NPC 
e On top of the lightpost in the center of the Netherworld 


e In the "hole" by the Memories NPC 


Tolerance Hall 


Lv. 55 Maid (x4) Round Chaser, Witch's Hat Efficient Work 
Lv. 55 Au Pair (x2) Round Chaser, Witch's Hat Efficient Work 
Lv. 55 Au Pair (x2) Skogsra, Witch's Hat Efficient Work 
Lv. 55 Between Maid (x2) Orcish Glaive, Witch's Hat Efficient Work 
Lv. 55 Maid (x2) Rose Regalia, Witch's Hat Efficient Work 
Lv. 55 Reshep (x2) Gremlin Effect, Witch's Hat Evil Eye 

Lv. 55 Champinion (x2) Gremlin Effect, Witch's Hat Shroom Power 


You'll be fighting a lot of Maids in this battle, whose Evility doesn't matter, as it 
pertains to items and enemies don't use items. They do have two powerful unique 
skills in Trick Light and Afternoon Tea, although they don't seem to use the latter, 
which lets the person it is cast on act again (both move and attack). Trick Light will 
temporarily power up the skills of the person it is cast on, so while very dangerous, it 
can mean some extra damage. 


The Maids with the staves don't have anything other than a Mega-tiered spell, so they 
will likely be a one trick pony. The four monsters at the top of the map will Magichange 
with the four Maids just below them, which is not a bad thing, as the Resheps knew a 
lot of ailment spells and now they are gone. Their Evility is still in play, though, so it's a 


lot of ailment spells and now they are gone. Their Evility is still in play, though, so it's a 
good idea to concentrate and try to get rid of those two Maids first. 


Kind Circuit 

Lv. 55 Middleweight (x2) Gemstone Hammer, Witch's Hat Pro Tosser 

Lv. 55 Corpse (x2; Rabbit) Gremlin Effect, Witch's Hat Benefits of Gaea 
Lv. 55 Maid (x4) Orcish Glaive, Witch's Hat Efficient Work 
Lv. 55 Au Pair (X2) Round Chaser, Witch's Hat Efficient Work 


This stage is divided into two sections, a upper half that you can't reach, since you'd 
need a jump of at least 60, and a lower half that just has two Rabbit corpses. The 
remaining enemies are on the top section, with there being three Maids on either side 
and two Wrestlers in the middle, with a bunch of bombs. The Rabbits will run away 
from you, luring your characters into the middle of the stage, where the Wrestlers will 
toss the bombs at you, dealing half of their HP as damage. As soon as they start 
doing, the Rabbits will come back at you and the three Maids right above your Base 
Panel will drop down for a pincer attack. The other set of Maids will eventually drop, 
with the Wrestlers soon after that. 


Not only do the Wrestlers toss the bomb barrels down at you (left), but the Maids 
will drop down to perform a pincer attack (right). 


Bunny Hop Stairs 


Lv. 55 Between Maid (x4) Round Chaser, Witch's Hat Efficient Work 
Lv. 55 Between Maid (x2) Ridill, Witch's Hat, Power Suit Efficient Work 
Lv. 55 Between Maid (x2) Orcish Glaive, Witch's Hat, Power Suit Efficient Work 
Lv. 50 Col. Prinny (x4) Gremlin Effect, Witch's Hat Explosive Body 


You have more Maids here, along with a few Prinnies. The initial area is covered in Geo 
Panels with both the Silence and No Lifting effects, effectively limiting your only option 
to moving up the stairs. While you're doing this, the Maids in the middle with all of the 
bombs will begin tossing them at you, similar to the Wrestlers in the previous battle. 
However, there is a trick that you can use to bypass the No Lifting/Silence area, as No 
Lifting only applies to the actual character standing on the panels themselves. 


What this means is that you can take someone like a Wrestler, put him next to the 
Base Panel and have a character you want to use to fight stand on the Base Panel. Lift 
him with the Wrestler and toss him onto the stairs, where he/she can bypass the entire 
affected area. Of course, the Maids will still likely toss the bombs at you, but they will 
end up hitting their own allies. 


At the beginning of the battle, the Prinnies will Magichange with the Maids with the 
swords, giving them their Evility to explode when thrown. This is noteworthy, because 
one of the Maids up top will toss the other, effectively blowing up the entire middle 
area with all of the bombs, dealing massive damage to any character in the way. 
Should this happen, the Maids in the middle will likely be killed and there will also be 
two other enemies taken out of the battle (the ones thrown). All that's left after that is 
to clean up the remaining foes. 


Royal Bedroom Foyer 


Lv. 58 Housekeeper Demon's Knife, Dandy Gown Efficient Work 
Lv. 57 Between Maid (x2) Emerald Cane, Dandy Gown Efficient Work 
Lv. 56 Between Maid (x8) Energy Cannon, Dandy Gown Efficient Work 
Lv. 55 Corpse (x5; Rabbit) Chimera DNA, Dandy Gown Benefits of Gaea 


You will find that this stage is more or less a straight battle, without a lot of strategy or 
any gimmicks attached to it. At first, it appears that you have to work your way around 
to either side, but you can actually throw your characters straight into the middle area 
from where your Base Panel is located. Note that doing this will put that character in 
the middle of a lot of enemies, so if they aren't particularly strong, you may want to go 
the roundabout way. The one Maid at the top is considered a boss, so she will be 
stronger than normal, and even stronger when the Rabbit behind her Magichanges 
with her. Remember to take it slow and make sure the enemies will be killed by your 
attacks before moving on, as you don't want to get into trouble. 


Overlords Throne 


Equipment Evility 


Lv. 60 Majorita Rose Regalia, Rose Regalia, Dandy Queen of Coffins, Seal of 


Gown, Aero Sneakers Betrayal, Double Bladed 
Lv. 59 Energy Cannon, Dandy Gown Efficient Work 
Between Maid 
(x3) 
Lv. 45 Ghast Gremlin Effect, Witch's Hat Predation, Undead 
(x14) 


Majorita is back and she's brought a lot of friends along with her…once again. There 
are no enemy portals this time around, as all of the enemies are on the map at the 
beginning. She has a new Evility in her mix, which allows her to deathblow her allies, 
so if any get caught in the crossfire, they will be immediately killed. You will want to 
treat this battle the same as the last one with her, with one option being to kill 
everything and go after Majorita, spacing your characters so she can't hit more than 
one at a time. 


Majorita can Deathblow her own allies (left), should they get into the crossfire. You 
still have a lot of enemies to deal with in this battle (right). 


The other option is that you can go straight after her at the beginning of the battle with 
your strongest characters and hope you can take her out before you get swarmed. It's 
a good idea to check the Undead Evility on the Ghasts, as it points out that their 
defense is increased by 50%, but they are susceptible to healing magic, so a healer 
actually works well on this stage. 


Disaster Averted 
Condition - Clear 
Extinctior 


COLLECTED? 


Episode 12 


Nothing too major unlocks at the start of this episode, except for one Quest that when 
completed will unlock the Celestial Host class. 


You can find the free chests at the following locations: 


e In between the Skills NPC and Item Shop 

e Next to the Quest Shop 

e On a table in the big open area by the Chest Shop 

Some of the maps in this area will have the Bombing Run Netherworld Effect active, 
which will randomly damage some of your characters for a small amount. Remember 
that whenever you get the Bonus Gauge to 1, you can summon your own Netherworld 
(it doesn't matter if it has an effect equipped or not) to get rid of it by choosing the 
Summon option on the menu that appears when you press Triangle. 


Burnt Out Spirit 


Lv. 60 Hydra (x2) Leafy Fan, Scale Mail, Mascot Costume Twin Heads 

Lv. 60 Spandule (x5) Medal of Misery, Scale Mail Bullying 

Lv. 60 Orc Master (x4) Leafy Fan, Scale Mail Group Strategy 
Green Jumping Power +50% 

Null No Entry 


There are No Entry panels near your base that block you off from going the one 
direction to just concentrate on the Orcs. This will make you go the only path there is, 
which will make the Hydras come down and start attacking. These enemies have the 
Twin Heads Evility, which allows them to attack twice in one turn if they don't move 
beforehand. This makes them potentially dangerous and should be your first priority. 


The Orcs are nothing special, but the Imps are sitting high above the battlefield and 
will likely stick up there, pelting you with spells. The little ledge where the Hydras start 


will likely stick up there, pelting you with spells. The little ledge where the Hydras start 
is 35 height above you and with the Jumping Power +50% panels below it, you'll need 
a Jump of around 24 to get up there. Of course, with a Jump of around 33, you can 
get to the ledge with the Hydras without needing the panels. 


Ghost Guardrail 

Lv. 62 Hitman Flame Thrower, Scale Mail Assist 

Lv. 61 Zmeu (x3) Leafy Fan, Scale Mail, Mascot Costume Twin Heads 

Lv. 61 Orc Master (x4) Leafy Fan, Scale Mail Group Strategy 
Lv. 61 Spandule (x3) Medal of Misery, Scale Mail Bullying 


Normally, you'd have to go through the path and destroy the Lost Army Boxes in order 
to get to the enemies, but with a Wrestler or Logan, you can start tossing characters 
over to where the enemies are located to bypass all of that. That same annoying 
Netherworld Effect is present, so keep an eye on your characters’ health as you fight 
and if it gets too crazy, summon your own Netherworld to get rid of it. As with the 
previous battle, the Twin Dragons are worrisome because of their Evility, so when you 
get to them, try to quickly take them out before they can do any big damage. Taking it 
slow is probably not a possibility here, as there are a lot of enemies in a confined 
space, so go all out from the beginning. 


You can go over the Lost Army Boxes (left), as that's the normal way to the 
enemies. However, you can also throw characters over the gap (right). 


Scar of the Warriors 


Lv. 62 Rune Stardust Rod, Blutgang, Duralumin Elemental Force, 
Knight (x2) Shield, Opera Glasses Elemental Rise 

Lv. 62 Shooter Undine Bow, Scale Mail, Opera Support Attack, Hit 
(x2) Glasses Mastery, Bow Range 
Lv. 62 Succubus Medal of Misery, Scale Mail Sexy Aura 

(x2) 

Lv. 62 Cath Salamander Breath, Duralumin Shield Final Blow 

Palug (x2) 

Lv. 60 Cath Leafy Fan, Scale Mail Final Blow 

Palug (x2) 

Lv. 60 Tailring Leafy Fan, Scale Mail Final Blow 

(x3) 


Lv. 58 Emerald __ Overlord's Sword, Duralumin Shield Hero's Shield 
Knight (x4) 


The Nekomata have an Evility that allows them to attack again if their target's HP is 
under 10%, which shouldn't happen, so you don't need to worry about that. The Rune 
Knights will have more power than usual, since they have the Evility that increases 
their resistances, which in turn increases their spell power. The Archers aren't too bad, 
since their extra Evilities only increase their range by one panel, and increase their HIT 
aptitude by 10%. The one thing you need to keep an eye out for with the Archers are 
their one unique skill, Strange Shot, which can inflict any of the ailments on you. 


As with the previous encounters with any Armor Knights, they will defend and take the 
hits for the other enemies until you kill them. Note that when this happens, their 
positions will be switched, with the initial target going to where the Armor Knight was 
located. You also want to be careful with the Succubi, as they can charm your 
characters, causing them to attack your own characters. This can be very bad if it's 
one of your stronger characters, so it might be a good idea to get the Evility to nulls 
Charm. The battle will take longer than usual because of the Emerald Knights, so just 
take your time and do not rush. 


Brave Resistance 


Lv. 63 Lost Squad Salamander Breath, Duralumin Immortal Body, Turbo 
Member Shield, Chain Mail Boost 
Lv. 62 Rune Knight _Blutgang, Duralumin Shield Elemental Force, 
(x2) Elemental Rise 
Lv. 60 Emerald Snake Spear, Duralumin Shield Hero's Shield, Synch 
Knight (x4) Guard 
Lv. 60 Zmeu (x4) Salamander Breath, Duralumin Twin Heads 
Shield 


Lv. 60 Spandule (x4) Nightmare Medal, Duralumin Shield _ Bullying 


There's no Netherworld Effect for this battle, making it much more manageable, 
despite there being a lot of enemies. Luckily, the annoying Emerald Knights are 
probably the first enemy you'll fight, since they are the closest to the Base Panel, but 
they have an extra Evility this time. Synch Guard makes it so that adjacent allies will 
take 10% less damage if the Knights are defending, but you should at least be able to 
take out two of them on your first turn. 


On the enemy's first turn, two of the Zmeus will Magichange with the Rune Knights, 
making them more dangerous, since they now have the Twin Heads Evility (Combined 
with their usual Evility combo). The BOSS is a Horseman and has the Immortal Body 
Evility, making him take 50% less physical damage, so someone with elemental spells 
is good on him. 


Concentrate on the Armor Knights to avoid their defense spam (left). The Twin 
Dragons will Magichange with the Magic Knights (right), making them a bit more 
deadly. 


Note: After finishing this battle for the first time, you will automatically be thrown 
into the next one. 


Pride of a Rebel 


Lv. 65 Amphisbaena Salamander Breath, Duralumin Shield Twin Heads, Hypered 
Lv. 65 Zmeu (x2) Salamander Breath, Duralumin Shield Twin Heads 

Lv. 65 Spandule (x2) Nightmare Medal, Duralumin Shield Bullying 

Lv. 65 Orc Master (x8) Salamander Breath, Duralumin Shield Group Strategy 


Welcome to the free level, where the enemies on the stage likely won't get a chance to 
even move at all if you keep moving and attacking. In fact, the only chance that 
enemies should be able to act at all is by ending your turn with Killia. Have fun while 
you can and enjoy slaughtering the enemies. 


Episode 13 


Nothing major unlocks, once again, except for two new Quests. One of these will 
unlock a new unique Generic Overlord, while the other will unlock a new monster 
class, the Twin Dragon. 


You can find the free chests at the following locations: 


e By the Item Worlder 

e On top of a lamppost above the Skills NPC 

e By the Curry Shop 

The Netherworld Effect for this area will decrease your wind resistance by 50 points, 
which means that a lot of the enemies in the area will have wind spells and skills. 


Field of Winds 
Lv. 65 Fairy (X2) Enthusiastic Medal, Magic Creation, Windy Body 


Brigandine 


Lv. 65 Cath Palug Thunder Bird, Brigandine Final Blow, Desperation, Windy Body 
(x4) 


Lv. 65 Belladonna Enthusiastic Medal, Sweet Aroma, Herbal Therapy, Windy 
(x4) Brigandine Body 


Lv. 60 Fungus (x5) Thunder Bird, Brigandine Shroom Power, Macho Splendor, 
Windy Body 


As you can see, all of the enemies in this battle have the Windy Body Evility equipped 
to counteract the Netherworld Effect in play. The first enemies you come across are 
the Fungi, who should be taken out by your male units, as they take 30% less damage 
from female units. If you have any mages or character with strong elemental skills, you 
definitely don't want the Belladonnas getting next to any other enemy units, as this will 
boost their elemental resistances by 50% (except for Star). 


254649 


Try to avoid having the enemies stand next to the Belladonnas (left). If using female 
characters, use ranged attacks on the Fungi (right). 


The Cath Palugs have an Evility that increases their ATK by 50%, but it also decreases 
their DEF by 100%, so they will take more damage than usual. As for skills, the Fairies 
and Belladonnas have access to Wind spells (up to Giga-tiered for the latter) and the 
Fairies also have access to a bunch of stat-reducing debuffs. 


Fairys Prank 

Equipment Evility 

Lv. 67 Bandit _Gjallarhorn, Brigandine Thief Skills, Windy Body 

(x2) 

Lv. 67 Sylph Enthusiastic Medal, Brigandine, Magic Creation, Sleep Powder, 
(x2) Aero Sneakers Windy Body 

Lv. 67 Enthusiastic Medal, Brigandine, Spreading Miasma, Paralysis 
Observer (x2) Aero Sneakers Dust, Windy Body 

Lv. 65 Enthusiastic Medal, Brigandine Sweet Aroma, Windy Body 
Belladonna 

(x2) 


Lv. 62 Fairy Enthusiastic Medal, Brigandine, Magic Creation, Sleep Powder, 
(x3) Aero Sneakers Windy Body 


Lv. 62 Watcher Enthusiastic Medal, Brigandine, Spreading Miasma, Paralysis 
(x2) Aero Sneakers Dust, Windy Body 


Red Wind Element -50% 


Null Silence 


The entirety of the map is covered in Geo Panels, with the red ones having the Silence 
effect and the green ones having Wind Element -50%. Despite the Netherworld Effect 
not being in play, the one Geo Effect still functions as the same thing, so watch who 
you bring out as your party. The Mothmen have an Evility that gives them a percent 
chance to inflict Paralysis with a regular attack, should they use one; the Fairies have 
the same thing, but with Sleep. Make sure you standing on the Silence panels, as you 
want to make sure you have access to your skills as you fight. It's probably a good 
idea to concentrate on the Mothmen, due to their ailment chance increasing Evility, 
then the Belladonnas because they can heal enemies that are next to them. 


Road of Bewilderment 


Equipment Evility 


Lv. 67 Dinasy Enthusiastic Medal, Brigandine, Magic Creation, Windy Body 
(x3) Winged Boots 


Lv. 57 Thunder Bird, Brigandine Weakening Aura, Asleep Attack, 
Grimalkin (x9) Windy Body 


There's not a large variety in the enemies on this map, but you still need to be careful. 
The Grimalkin have a new Evility, which increases their attack against sleeping targets, 
but the only skill/spell that can do that on the map belongs to the Dinasy (Slumber 
spell). So, once you take out the three on the map, you don't have to worry about that 
Evility anymore. The Netherworld Effect isn't in play, so you don't have to worry about 
anything regarding your wind resistances. The enemy portal at the top of the map will 
only spit out more Grimalkins (a total of six), so there's nothing new to worry about 
there. As long as you take out the Dinasy and don't go too quickly, you'll be fine. 


Icrease damage dealt to deepkeaj wits by WON 


Take out the Dinasy enemies (left) and the Grimalkins' Evility related to sleep (right) 


will be useless. 


Hill of Loneliness 


Lv. 69 Dinasy Medal of Happiness, 
Revenge Cloth 


Lv. 68 Observer Medal of Happiness, 


(x2) Revenge Cloth 

Lv. 68 Medal of Happiness, 
Belladonna (x5) Revenge Cloth 

Lv. 68 Cath Pegasus Hoof, Revenge 
Palug (x4) Cloth 

Lv. 62 Ochre Pegasus Hoof, Revenge 
Jelly (x4) Cloth 


Equipment Evility 


Magic Creation, Sleep Powder, Windy 
Body 


Spreading Miasma, Poison 
Accelerator, Windy Body 
Sweet Aroma, Windy Body 
Final Blow, Windy Body 


Gel Body, Poison Gel, Windy Body 


The Netherworld Effect is back in action and some of this map seems to be focused 
on you getting poisoned, with the Ochre Jellies doing just that if you attack with a non- 
elemental attack while next to them and the Belladonnas/Observers having access to 
Poison in their spells/skills. This works in conjunction with the Poison Accelerator 
Evility that the Observers have, boosting the damage taken by Poison should you not 
have it covered. If you have elemental spells/skills at your disposal, try to use your first 
turn to quickly take out the Jellies so you don't have to worry about poison, although if 
you have Poison Vaccine equipped, then you're golden. Outside of the Jellies, you 
should be accustomed to the rest of the enemies, so just take it slow. 


Beast Claw Tip 


Lv. 70 Bloodis Burning Karate, Revenge Cloth, Fighting Aura, Heavy Armor 
Aero Sneakers 


Lv. 67 Observer Medal of Happiness, Revenge Spreading Miasma, Windy 


(x2) Cloth Body 

Lv. 65 Bigfoot Pegasus Hoof, Revenge Cloth Rage Charge, Windy Body 
Lv. 65 Fungus Pegasus Hoof, Revenge Cloth Shroom Power, Self-Sacrifice, 
(x2) Windy Body 


Lv. 65 Cath Pegasus Hoof, Revenge Cloth Final Blow, Windy Body 
Palug (x3) 


It's time for another battle with Bloodis, who will be getting some help from some of 
the monsters that are on the field. Before delving into that, he is equipped with the 
Heavy Armor Evility, which increases his defense by 50% at the expense of not being 
able to be lifted. At the beginning of the enemy's turn, the Bigfoot will Magichange 
with Bloodis, granting him the Rage Charge Evility as well. 


Killia will be forced on you in this battle (left), in his Overload form. Bloodis will have 
some extra strength from the Bigfoot's Evility (right). 


This combination of Evilities will make Bloodis a truly formidable opponent, as every 
attack he receives will increase his own by 5%. To go even further, should he be able 
to reach a full Revenge Gauge, his stats will be further enhanced another 100%. 
Unless you're massively overleveled, you're likely not going to defeat Bloodis (or the 


Rinfant\ an tha firet turn hu thrawina a charartar tn whara hate Incatad 


Bigfoot) on the first turn by throwing a character to where he's located. 


It should be mentioned that you have some new power with this battle, as Killia has 
awakened and learned a new skill. He begins the battle on the map, in his new form 
and cannot go back in the Base Panel. Although the game doesn't mention it, Kilia 
gets three turns in one before he can do no more, which is extremely helpful on this 
map. Once you take out all of the other enemies, performing Avidya Holy Water three 
times on Bloodis should do a lot of damage (unless you've neglected Killia for some 
reason). It's a good idea to have everyone else attack Bloodis first to build up a combo 
and make Killia's skill do more damage, although you can't combo the subsequent 
attacks you can do. 


Episode 14 


Nothing major unlocks in this episode, so look around for the free chests in the 
following locations: 


e On top of the speaker in Seraphina's room 
e In the "hole" near the Memories NPC 


e In the “hole” near the Memories NPC (yes, both are there) 


Flattering Beauty 


Lv. 71 Heavyweight _ Silver Gauntlet, Imperial Crown, Aero Pro Tosser 
Sneakers 
Lv. 71 Middleweight Silver Gauntlet, Imperial Crown, Aero Pro Tosser 
(x2) Sneakers 
Lv. 70 Gladiator (X7) _Spiked Ball Hammer, Imperial Crown Wild Cry, Power 
Axe 


There's nothing special about this battle, as it's pretty straightforward. You want to be 
careful around the Wrestlers, as their combination skills of lifting someone and then 
slamming them down in the next turn is annoying, since that character is unable to 
battle unless you defeat the Wrestler. The Gladiators’ Power Axe Evility gives them an 
extra 10% power since they all have an axe equipped. The Wrestlers will also toss 
their allies around to get them into position so they can attack you on the same turn. 


The Wrestlers are still annoying as ever, tossing enemies your way (left). Be careful 
about getting surrounded in this battle (right). 


Inviolable Entrance 


Lv. 72 Minerva Lass Chitragupta, Imperial Crown Assault Attack 

(x6) 

Lv. 70 Bandit (x6) Raiden's Gun, Imperial Crown Thief Skills 

Lv. 70 Oniwaban (x2) Souther Staff, Imperial Crown Mirage 

Lv. 70 Battle Maiden Swordsman's Legend, Imperial Crown Bushido 

(x4) 

Lv. 70 Mad Parser (x3) _Souther Staff, Raiden's Gun, Imperial Medical 
Crown Insertion 

Geo Symbols Geo Effect 

Green Warp 

Red Warp 

Blue Warp 


There is a Netherworld Effect in this battle, where the ground will be marked at the end 
of the enemy's turn and if anyone is standing on those marked spots, then lasers that 
deal damage will come down at the end of your turn. Any enemies killed by these 
lasers won't give experience, but it can be used as a last resort if needed. This is a 


fairly large map, which is why there are three single Geo Panels at the center, each 
containing the Warp effect. These will lead you straight into clusters of enemies, so if 
you feel confident enough, you can do it, but use them at your own discretion. 


As far as the enemies go, there is nothing out of the ordinary, as each of them only has 
their own Unique Evility and nothing else. All of the Minerva Lass are standing around 
the center, so it's probably a good idea to start the battle by taking them out. Then you 
can start going after the other enemies. Attack the Ninja from afar to avoid their 
evasion bonus when standing next to them and it's actually beneficial to group 
characters together for the Battle Maidens. If the Netherworld Effect becomes too 
annoying, you can always sacrifice a level of the Bonus Gauge to summon your own 
Netherworld, even if you don't have an effect equipped. 


The Netherworld Effect in this battle will mark the ground first in red (left), then will 
rain lasers that do damage to friend and foe alike (right). 


Sinful Fortress 


Lv. 72 Gen. Prinny (x11) Dark Aura, Imperial Crown Explosive Body 
Lv. 72 Col. Prinny (x13) Dark Aura, Imperial Crown Explosive Body, Cross Bomber 


Null No Lifting 


This map is fairly linear and covered with panels that give the No Lifting effect, which is 
annoying because it is littered with Prinnies, the lovable mascot of the Disgaea series 


annoying because it is littered with Prinnies, the lovable mascot of the Disgaea series 
that explode when thrown. If you've been building up a mage or someone with 
elemental spells, then it's possible to hit the Geo Symbol from near your starting 
position. This will allow you to easily defeat all of the Prinnies by throwing them, but 
watch out for the Cross Bomber Evility of the Col. Prinnies, as this will make them 
explode in a straight line (5 panels) instead. If you can't reach the Geo Symbol, then 
it's just a matter of slowly fighting through each set of Prinnies. 


Cross Guardian 


Lv. 74 Bow Master Harpuia, Passion Vest Support Attack 
Lv. 74 Minerva Lass (x2) Fallen Angel Spear, Passion Vest Assault Attack 
Lv. 74 Gladiator (x4) Hauteclaire, Passion Vest Wild Cry 

Lv. 74 Hitman (x2) Shinatsuhiko's Gun, Passion Vest Assist 

Lv. 72 Middleweight (x6) Lovely Axe, Passion Vest Pro Tosser 


Those annoying Wrestlers have returned and should be your first targets no matter 
what, to avoid their unique skills. The map is split in four directions, with one Wrestler 
each in three of those and the last one containing three, so head in the latter direction 
first. Two of the remaining directions will have a Hitman in the back, pegging you with 
long-ranged attacks, and the third will have a Bow Master doing the same. In addition 
to the one Wrestler, who should be killed first, are either two Gladiators or two Minerva 
Lass. If you can bypass them to go after the ranged attackers, then do it and return to 
clean up the last few enemies. To make matters worse, the Netherworld Effect has 
returned, but try to get rid of it as soon as possible, since you can get hit with lasers 
when being held by the Wrestlers. 


Hall of the King 


Lv. 75 Scharfrichter Cockatrice Beak, Passion Vest Immortal Body, Blood Insanity 
Lv. 75 Diabolos (x2) Cockatrice Beak, Passion Vest Immortal Body 


Lv. 75 Kill Rider (x8) Cockatrice Beak, Passion Vest Immortal Body 


Prior to this battle, Seraphina will awaken to new power, granting her a new Overload 
skill, True Brionic Gaze, which charms all male units within 5 panels of her and allows 
you to control them for one turn. She also gains a new Unique Evility, increasing her 
stats by 25% whenever Killia is also on the map. You can try it out, since she will start 
with her Revenge Gauge full at the beginning of the battle, although you'll have to 
throw her into the middle of the enemy group. You're fighting nothing but Horsemen in 
this battle, who will reduce non-elemental damage by 50%. That means a mage is a 
grand idea here, especially any with Wind, as they are all weak to it (even wind-based 
skills will do). 


True Brionic Gaze, Seraphina's upgraded Overload, will allow you to actually control 
the enemies that are affected by it for one turn. 


You're Gorgeot … COLLECTED? 
Condition - Clear | 4: Se 


Secret. Ë Be ä 


Episode 15 


Train Even More at Martial Training can now be suggested at the Dark Assembly, 
allowing you to unlock the Third Trial. There's also a new Quest available, which will 
allow you to unlock the Horseman monster class. 


It should be noted that the difficulty from hereon will ramp up considerably. While the 
final enemies in the last episode were level 75, the ones in the first battle here will start 
at level 90, so you'll likely need to train some. If you've barely squeaked by in the 
previous battle, start with the First Trial at Martial Training, then up the difficulty by one 
star to make them level 99. 


This will make your leveling a breeze and probably will be the only thing needed to get 
through the story, although it doesn't hurt to pass the Better Items at the Store bill to 
get strong weapons and armor (can always get just one), then go through them to level 
them up some. If you don't want to level up too much, getting to level 90-95 should be 
a good stopping point, especially if you are up to date on weapons. 


You can find the free chests at the following locations: 


e In between the Equipment and Item shops 
e On top of one of the pillars leading to Seraphina's room 
e On the red platform near the Dimensional Prinny 


Reserve Squad 


Lv. 90 Immortal Fox Warrior's Medal, Samurai Armor Good Fortune 
Lv. 90 Sapphire Knight (x3) __Dynastic Guandao, Samurai Armor Hero's Shield 
Lv. 90 Battle Maiden (x6) Bloody Blade, Samurai Armor Bushido 
Lv. 90 Battle Maiden (x2) Stymphalia, Samurai Armor Bushido 


Blue Movement +1 

Yellow Movement +1 

Purple Magic Range +1 
Aqua Ally Boost +50% 

Red Enemy Weaken -50% 
Null DEF +50% 


The Sapphire Knights should be your first priority, as they are the closest and the most 
annoying of the bunch, especially if they start defending. Going this way also helps in 
avoiding the Immortal Fox sitting on the one ship, where she can peg you with magic 
spells. Another option at the beginning of the battle is to sit by the enemy portal near 
your Base and kill the Knights that come out of it, waiting for the Lady Samurai to rush 
your position. The enemy portal at the top of the map will spit out Wrestlers (each one 
has around 4 enemies each), so keep a lookout for them once they start moving your 
direction. As long as you stay out of range of the Immortal Fox, you should be able to 
manage the enemies as they come to you. 


As always, go after the Armor Knights first (left), as they pose the biggest threat. 
Keep an eye on the Wrestlers that come out of the enemy portals (right). 


Dist A - Main Army 


Lv. 95 Beheritas Panzer Blaster, Bloody Blade, Samurai Acceleration 
Armor Shot 

Lv. 92 Pilgrim Requiem, Samurai Armor Medical Heal 

Lv. 92 Bishop Requiem, Samurai Armor Expert Hands 

Lv. 92 Bow Master Stymphalia, Samurai Armor Support Attack 

(2) 

Lv. 92 Hitman (x2) Panzer Blaster, Samurai Armor Assist 

Lv. 92 Star Mage Requiem, Samurai Armor Magic 

Moderation 

Lv. 92 Professional Requiem, Samurai Armor Magic Bundle 

Skull 

Lv. 90 Scharfrichter Raiju's Howl, Samurai Armor Immortal Body 

4) 


Despite the lack of any extra Evilities, there are a lot of enemies and a huge variety of 
them in this battle, making it a challenge. Beheritas is an Overlord and has an 
Overload skill, which hits all allies within 5 panels with damage. He's also a Pirate and 
will likely sit back, hitting you at a long range with Nether Buccaneer, a 3x3 skill, 
although he has both a gun and sword equipped (with skills for both). The Bishop and 
Pilgrim next to him will likely sit there and buff him, as well as other enemies if they 
can. Both the Skull and Mage have access to one element of the first and third tier, 
then the first and second tier of Star. 


It wasn't mentioned in the previous battle with them, but the Horsemen have a skill 
that can inflict Poison, Paralysis and Shrink. The first two should be familiar to you, but 
Shrink might not be. It makes your character tiny and unable to use attacks or skills, 
although they can still lift and throw. Them and the mages will likely be your first 
opponents, unless you try to go after Beheritas, although that might do you more harm 
than not. 


If you have characters with ranged attacks, especially elemental ones, try to sit near 
your Base Panel to thin out some numbers as enemies come to you. One last thing to 
keep in mind is the Netherworld Effect, which will summon a random enemy unit 
(usually weaker than what's there and seems to be the same kinds) at the end of the 


(usually weaker than what's there and seems to be the same kinds) at the end of the 
enemy's turn. There seems to be no end to this, so once you get a Bonus Gauge level, 
summon your own Netherworld to get rid of it. 


Dist B - Expansion 


Lv. 96 Majorita Alice's Magic Wand, Alice's Magic Queen of Coffins, Seal of 


Lv. 94 Fungus 


Wand, Samurai Armor 


Dark Aura, Imperial Crown 


Betrayal, Double Bladed 


Shroom Power 


Lv. 94 Raiju's Howl, Samurai Armor Spreading Miasma 
Observer 

Lv. 94 Warrior's Medal, Samurai Armor Good Fortune 
Immortal Fox 

Lv. 94 Dinasy Warrior's Medal, Samurai Armor Magic Creation 

Lv. 94 Requiem, Samurai Armor Efficient Work 
Housekeeper 

Lv. 94 Panzer Blaster, Samurai Armor Efficient Work 
Housekeeper 

(x2) 

Lv. 60 Ghast Dark Aura, Imperial Crown Predation, Undead 
(x24) 


Majorita is back, once again, to torment you with her Overload and other usual crap. 
As you can see from the start, there are a lot of Ghasts, 24 to be exact, which spells 
trouble if you decide to defeat them all before going after Majorita, as this would boost 
her attack power by a lot (Queen of Coffins Evility). On their first turn, the four 
monsters around Majorita will Magichange with her, netting her four new Evilities in the 
process. Spreading Miasma is probably the biggest problem out of them, with Good 
Fortune coming after, since your Bonus Gauge is likely to increase a lot from kill all of 
the enemies. Things get even more complicated when she triggers Revenge Mode, as 
all of those enemies come back, although they are neutral. 


Majorita and her army of Undead have returned (left). She'Il also get an added 
boost from Magichanging with four monsters (right). 


You will want all of your characters equipped with Poison Vaccine and Weaken 
Vaccine, to combat that from the Ghasts and Majorita's one skill that inflicts it. You 
either need to go after Majorita first, to prevent her attack power from getting too high, 
or bear it and defeat all of the zombies first. The Maids aren't a big problem, so it 
might be better to leave them alone for now to avoid powering up Majorita even more. 
Look at the placements and range of Majorita's skills to figure out where to put your 
characters, so if she does get quite powerful, you can avoid all of your characters 
dying at once. 


Dist C - Battle Port 


Lv. 98 Humbaba Lamia's Coil, Spartan Greedy Disposition 
Shield 

Lv. 96 Orc Master Raiju's Howl, Samurai Group Strategy 

(x2) Armor 

Lv. 95 Hitman (x3) Hanarr's Hammer, Assist 


Spartan Shield 


Lv. 94 Carmilla Medal of Hell, Spartan Sexy Aura, Bones Out 
Shield 

Lv. 94 Succubus (x3) Medal of Hell, Spartan Sexy Aura, Temptation, Punishing 
Shield Punisher 

Lv. 90 Sapphire Trident, Spartan Shield Hero's Shield 

Knight (x4) 

Yellow ATK -50% 

Null Enemy Weaken -50% 


That annoying Reinforcements Netherworld Effect is back, so as soon as you get a 
level in the Bonus Gauge, summon your own Netherworld to get rid of it. You definitely 
don't want the effect to summon more Succubi or Knights. The first enemies you face 
will be the three Succubi, who have Evilities that either have a chance to inflict Charm 
on you with their normal attacks or cause more damage if you do get charmed; this 
can all be easily thwarted by equipping Charm Vaccine. The Succubi and the lone 
Carmilla have access up to a single Giga-tier spell, so the Carmilla will likely sit near its 
initial position and sling spells at you. 


You will notice that there is a single line of Geo Panels running horizontally across the 
map, with no effects on them. There is a single symbol near your Base Panel that has 
the ATK -50% Geo Effect, which you can throw onto the panels to mitigate the 
enemy's attack, but this will also likely do the same for your party, since you need to 
travel on those panels to get to the other enemies. If you can, try to get rid of two 
Succubi on your first turn, before the Knights have a chance to defend and take the 
attacks far them The Hitman can nrove to he meddlasame hecaiise of their ahilitv to 


attacks tor them. [he Hitman can prove to be meddlesome because ot their ability to 
hit you from the ship at the start, so if you can hit them with spells, do that. 


Bridge to Depths 


Equipment Evility 


Lv. 100 Hero Punch, Spartan Shield, Royal Ring, Fighting Aura, Heavy 
Bloodis Angel's Shoes Armor 

Lv. 100 Ifrit _Lamia's Coil, Spartan Shield Anti-Element 

(x6) 


It looks like Bloodis is back again for another beatdown, bringing six Dragon Kings 
with him this time. The Dragon Kings (lfrits) have pretty high attack and their Evility will 
reduce all non-Star elemental resistances by 30 if they are adjacent to your characters. 
Of course, the only one that matters is fire, since all of their skills have the fire element 
attached to them. As far as Bloodis goes, you should know what to expect from him, 
as he is no different than your previous battle. The area you fight him in is pretty 
narrow, so you don't have a lot of room for maneuvering. If using a team of characters, 
have the strongest ones attack towards the end of the combo for maximum damage. 


En \ 
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Final Episode 


Welcome to the final main story episode of the game! The Cheat Shop minimum is 
now set to 0, so you can dedicate all your precious points to EXP to help you level 
should you want. The only new thing that unlocks is a Quest that will unlock the 
Dragon King monster class upon completing it, which should be the final monster 
class (there's still one more humanoid class to unlock) if you've unlocked every other 
one already. Note that Killia learns his final Unique Skill, Macrocosm, after the end of 
the last episode. This is a pretty powerful skill, although it only hits one enemy. 


You can find the free chests in the following locations: 


e On top of the fountain in the middle of the Netherworld 

e Next to the Curry Shop 

e In Seraphina's Room 

The following area, although mostly free of any trickery (like Geo Panels), will put your 
characters! strength to the test. If you feel like you are barely squeaking by, then it's 
not going to hurt to return to the Pocket Netherworld to grind a little bit. 


10948992 


You can unlock the Dragon King monster class at the beginning of this Episode 
(left). Killia's final Unique Skill, Macrocosm (right), is a powerful single-target move. 


Floor of Darkness 


Lv. 105 Abyss Blade (x2) Skeggiold, Hero Suit, Iron Mask Ripple Impact 
Lv. 105 Abyss Blade (x2) Grasida, Hero Suit, Iron Mask Ripple Impact 
Lv. 105 Horus Phantasmal Medal, Hero Suit, lron Mask _ Evil Eye 

Lv. 105 Shaytan Titan's Fist, Hero Suit, lron Mask Anti-Element 

Lv. 100 Sorceress (x3) Aphrodite, Hero Suit, lron Mask Mass Blaster 

Lv. 100 Shaytan (x2) Titan's Fist, Hero Suit, lron Mask Anti-Element 


This is your first encounter with Dark Knights, who have an interesting Evility. Ripple 
Impact makes it so that if they are next to you and attack, any characters adjacent to 
the one that was attacked will also receive some damage. At the beginning of the 
stage, the two Lv. 100 Shaytans will Magichange with the two axe-wielding Abyss 
Blades, giving them a fire-based Magichange Skill and their Evility, which isn't too bad. 


The stage itself is a little weird, as there's only a single path at first, meaning you're 
subjected to the two Sorceresses at the beginning of the level. You don't want your 
characters next to each other, as this will increase the Sorceress' attack power (their 
Evility has it so the more targets they hit at once, the more powerful their attacks are). 
Once you get to the first platform with the one Sorceress, all of the enemies, barring 
the Horus, will come at you. 


Heartbreaking Slope 


Lv. 107 Raider Titania, Hero Suit, Power Suit Acceleration Shot 
Lv. 105 Raider (x2) Titania, Hero Suit, Power Suit Acceleration Shot 
Lv. 107 Abyss Blade Lion King's Edge, Hero Suit, Power Suit Ripple Impact 
Lv. 105 Abyss Blade (x2) Lion King's Edge, Hero Suit, Power Suit Ripple Impact 


Lv. 107 Sorceress (X2) Aphrodite, Hero Suit, Power Suit Mass Blaster 
Lv. 105 Sorceress (X2) Aphrodite, Hero Suit, Power Suit Mass Blaster 
Lv. 103 Sorceress (xX2) Aphrodite, Hero Suit, Power Suit Mass Blaster 
Lv. 100 Shogun (x4) Titan's Fist, Hero Suit Immortal Body 


Welcome to the stairway to death! The stage is set up like some stairs, with enemies 
on either side and Abyss Blades near the top, as well as some Raiders at the top. 
There's no trickery to this level, as you just need to take things slow and steady, luring 
the enemies to your position, if possible. You'll need ranged attacks to take out the 
Sorceresses, as you can't melee them due to them standing on one-panel islands. 
Start off by approaching the first two Shoguns and defeating them with ranged attacks 
(preferably elemental), then go onto their platforms to start working on the 
Sorceresses. Once you step onto the central platform, everyone else will come after 
you, so you will need to be prepared for that and hope you can live through it. 


The "Stairway of Death” doesn't leave a lot of room to space your characters (left). 
You'll need ranged attacks to deal with the Sages (right). 


Destroyers Beckon 


Lv. 110 Majorita Alice's Magic Wand, Alice's Magic Wand, Queen of Coffins, 


Valkyrie Dress, Dress Armor Double Bladed 
Lv. 108 Corpse (x4; Crusade, Valkyrie Dress, Dress Armor Acceleration Shot 
Pirate) 
Lv. 108 Corpse (x3; Death's Scythe, Valkyrie Dress, Dress Twin Heads 
Twin Dragon) Armor 


Lv. 108 Corpse (x2; Goddess' Starbow, Valkyrie Dress, Dress Mass Blaster 
Sage) Armor 


Lv. 108 Corpse (X3; Holy Heaven Cane, Valkyrie Dress, Dress Mass Blaster 
Sage) Armor 


Lv. 108 Corpse (x2; Liquid Edge, Valkyrie Dress, Dress Armor _ Ripple Impact 
Dark Knight) 


Geo Symbols Geo Effect 


Red No Entry 
Null Enemy Boost +50% 


This is definitely the one true hard map that is a result of the layout than anything in 
this episode. Majorita has returned, but is now a corpse. She doesn't have her 
Overload skill, but she still has her Evility, so you will need to be careful in regards to 
how many enemies you defeat on your way to her. The top part of the map is covered 
in Geo Panels that give the Enemy Boost +50% effect, with the three pillars that the 
Sorceresses are standing on near the beginning also containing the effect. The Geo 
Symbol for that effect is in the middle of the map, but the easy path to it is blocked off 
by some No Entry panels. The only path that you can take will result in you going 
through the Sorceress' path, then through the Enemy Boost section, likely causing a 
few deaths. 


However, there is a way to bypass this. Equip a throwaway character with as many 
Shoes as possible and toss him/her onto the area just underneath the Sorceress 
pillars. Once he/she lands, move them to the Geo Symbol and remove it. You probably 
need a movement of 9-10 to reach it with a Wrestler/Logan throwing the character, but 
var can mise twa characters if needed If van msed a strona character and he/she is still 


you can use two characters if needed. If you used a strong character and he/she is still 
alive, get the No Entry symbol off its panel, too. From here on out, you can ignore the 
pillar enemies and go around to kill the others, including Majorita. This will allow you to 
not have to worry too much about her attack power increasing and can go back to 
defeat the remaining enemies after she's gone. 


Farthest End of Fate 


Lv. 110 Void Dark Kagutsuchi Pike, Valkyrie Dress, Endless Animosity, 
Royal Ring Turbo Boost 

Lv. 105 Corpse (x2; Crusade, Valkyrie Dress, Dandy Acceleration Shot 

Pirate) Gown 

Lv. 105 Corpse (x2; Samosek Sword, Valkyrie Dress, Ripple Impact 

Dark Knight) Dandy Gown 

Lv. 105 Corpse (x2; Holy Heaven Cane, Valkyrie Dress, Mass Blaster 

Sage) Dandy Gown 

Lv. 100 Corpse (x2; Death's Scythe, Valkyrie Dress, Anti-Element 

Dragon King) Dandy Gown 

Lv. 100 Corpse (x2; Death's Scythe, Valkyrie Dress, Twin Heads 

Twin Dragon) Dandy Gown 

Lv. 100 Shogun Death's Scythe, Valkyrie Dress, Immortal Body 
Dandy Gown 


It's finally time for the inevitable battle against Void Dark, who can be quite annoying. 
The Shogun behind him will Magichange with him on the first turn (the two Dragon 
Kings will Magichange with the Dark Knights), giving him Immortal Body, which is 
annoying if you've been using non-elemental damage a lot. Void has infinite Revenge 
Mode (due to Endless Animosity), so he'll be stronger than usual and make use of his 
Overload skill right away (whenever he gets into range). Alma Ice Sculpture makes it 
so whoever he attacks while it's active will be unable to act on the following turn, so 
try to not group your characters together whenever he comes after you. 


However, that's not the end of Void's tricks, as he has other Overloads in his disposal, 
which will trigger as you lower his health. After Alma Ice Sculpture is Broken Faith 


which will trigger as you lower his health. After Alma Ice Sculpture is Broken Faith 
Magia, which you know all too well by now. Next is Devouring Kris, which steals 50% 
of max SP from all enemy units within 3 panels, then after that is Mastema's Hatred, 
increasing damage dealt by 10%. The last one is Torturous Apathy, inflicting Weaken 
on all enemy units within 3 panels. As you can see, you have plenty of things to worry 
about in this battle, mostly due to Void Dark. 


Void Dark has access to multiple Overloads in this battle, including an old favorite 
(right). 


It might be a good idea, depending on your party's strength, to go straight after Void 
Dark and make him trigger Broken Faith Magia. This will avoid the needless reviving of 
any enemies you defeat, making him waste that Overload skill. After triggering Broken 
Faith, you can go ham on the rest of the enemies while trying to avoid dying from their 
and Void's attacks. From there, Devouring Kris isn't too bad, but Mastema's Hatred 
might be a little troublesome, so try to get him down far enough to trigger Torturous 
Apathy, preferably using a ranged attack outside of the 3 panels. 


Beating of the End 


Lv. 120 Liezerota Death's Scythe, Valkyrie Dress, Royal Distorted 
Dark Ring Feelings 
Lv. 100 Dark Bit (x4) Iron Man Medal Restricted Guard 


As the last battle of the main story, there isn't much in the terms of enemies, but their 
chemistry works very well together. There are four Dark Bits surrounding the actual 
boss, with their Evility mitigating the damage done against the boss by 25%. That 


boss, with their Evility mitigating the damage done against the boss by 25%. That 
means you can't do any damage against the boss until you defeat at least one of 
those Dark Bits. However, there's a catch, as each one you destroy will power up the 
boss’ attack by 25%, so you're at a crossroads of sorts. Three of the Bits know an 
Omega-tier spell, with the last one knowing Omega Heal, and they all know either a 
debuff or an ailment spell. The boss itself only knows one skill, so check out its pattern 
and make sure that you space your characters out in the battle to avoid getting 
smacked around by it. 


Liezerota Dark is immune to all damage, thanks to the Evility that is present on all of 
the Dark Bits. 


Presumably, you want your main fighters to be around the same level as the boss 
itself, with fairly good weapons that have been leveled to around 10-20 or so. All of the 
enemies, including the boss itself, have O resistance against all elements and -25 
resistance against Star, so if you do decide to use spells, use Star. The problem with 
the battle is if you want to deal with the Bits casting spells on you while you're fighting 
the boss. If you defeat them all, then the boss is that much stronger, but if not, you will 
have those spells mentioned above whittling your characters down. 


Crisis Averted COLLECTED? 
Condition - Clear Final Ep.: Dedicated to 
the Precious People. 


Postgame Unlocks 


Congratulations on finishing the main story, but anyone who has ever played a 
Disgaea game knows that the main story is usually nothing but the prologue to the big 
show that is the postgame. If you wish to replay the story, there is a Pirate NPC in your 
Netherworld that will allow you to do just that; you actually retain everything from your 
previous game, including items, levels and everything you can think of. 


Other things that unlock upon finishing the main story are as follows: 


Alchemy Shop and its corresponding Squad 

Ability Squad 

Gain an extra 50 CP to use at the Cheat Shop 

New options in the Cheat Shop 

15 new Quests 

New bills in the Dark Assembly 

Train Beyond at Martial Training bill, unloeking the Fourth Trial 

Research a Strange Netherworld bill, unlocking The Phantom Copies area 
Restore Toto Bunny bill, unlocking The Cursed Witch area 

Fight the Super Overlord bill, unlocking a very powerful boss battle 


Postgame Walkthrough 


After completing the final battle, you can now begin the postgame, which any fan of 
the Disgaea series knows is where the real game begins. The restrictions on the 
minimum for the Cheat Shop are now gone, so you can remove all points from the 
other categories and put them into EXP, leveling up your characters using Martial 
Training 1. There are two bills in the Dark Assembly that you can pass to open up two 
new areas, the first of which will have you fighting against level 150-200 enemies and 
the second will consist of two battles, the first having a level 300 boss and the second 
having a level 500 boss. This will give you an idea on how far you should be leveling. 


Farming Statisticians 


Statisticians are Innocents that when on any equipment, will boost the amount of 
experience you get when you kill enemies. The max one stack can be is 900 and 
unlike the previous games, you can only have one stack per character. They can be 
randomly found on any piece of equipment, so look through your items and move any 
of them into the Innocent Warehouse. From here, you can do one of two things, either 
by maxing the Innocent Aid Squad or not. 


Maxing it out will have you resort you using the Innocent Farm to build up a stack of 
Statisticians. In order to do this, you'll need to dive into the Item World to subdue 
some of them, but before you do that, you want to unlock and max out the Hunter 
Squad (subdue 10 Innocents to unlock it). This will enable you to increase the 
Innocent's effectiveness whenever you subdue them in the Item World (make sure you 
have your characters in the Hunter Squad). 


Wpn-Fist- Dont tel amone. tit Wey re total mass produced. 


You can either use the Innocent Farm (left) to grow a stack of Statisticans, or go 
hunting for them yourself in the Item World (right). 


It's definitely easiest to do all of your subduing on a low rank item, like a Thimble, as 
this means the enemy levels (as well as the Innocents’) will be low. Before placing the 
Innocents on the item, clear through to floor 10 and at the first Innocent Town, set the 
item route to Innocent Route. With this and a character in a maxed Hunter Squad, any 
Innocent subdued will be multiplied by 8 (a 2 Statistician becomes 16). 


Place all of the Statisticians on that item now and run through 10 floors at a time, 
getting any Innocents you find and replacing the subdued ones with fresh ones. If you 
opted to max out the Innocent Aid Squad, then you can combine the Statisticians into 
two even stacks and place them in the Innocent Farm (only those two). Go do 
something else, like leveling up characters and eventually those Innocents will give 
birth to a new Statistician, which will already be subdued. You can either combine this 
with one of the two stacks or put it aside until you get another to keep both stacks 
even. Keep doing this and you'll eventually reach a full stack of 900. 


Inereasing Your Strength 


With a max stack of 900 Statisticians, you can now begin to level properly for the 
postgame maps and unlock the Carnage Dimension. If you can kill the Bears in Martial 
Training 4 in one turn, then it's good to go there; otherwise, stick with Martial Training 
1 at one-star enemy strength until you can. Once you can clear MT4 with ease, start 
upping the enemy strength more and more to keep your leveling steady. Note that you 
do not need to get to level 9999 in order to clear the pre-Carnage Dimension maps. 


Another thing you could possibly do is start getting stronger equipment. You can only 
purchase up to Rank 34 weapons and armor from the shop, so anything stronger than 


purchase up to Rank 34 weapons and armor from the shop, so anything stronger than 
that will need to be obtained from the Item World. This is where a Thief can come into 
play, as stealing is a lot better than depending on the Bonus Gauge at times. Stealing 
in Disgaea 5 is more based on your stats than simply your level, so to increase your 
chances, up your Thief's HIT. 


In addition to getting higher Rank equipment, you'll also want to start leveling it some. 
You don't need to go too crazy, though, as you'll soon gain access to equipment that 
is far superior to what you can currently get. So, you'll only really need to level up 
weapons and armor/accessories to around level 10-20. This will increase your stats 
not by a lot, but enough that the following stages will be more manageable for your 
characters. 


You will find a bill (Research a Strange Netherworld) to unlock this map in the Dark 
Assembly after completing the main story. There is only one map in this area and will 
have you facing off against a total of 100 enemies on a very large map. The highest 
level enemy will be level 200 and there is so many different combinations, that listing 
them all would take a lot of time and space. Instead, only the Evilities you will 
encounter will be listed, along with what they do. 


Mini Evade attacks at the rate of 50% 

Depression Increase movement by 5 

ldol Increase stats of ally units on the map by 10% 

Desperate Critical rate becomes 100% when attacking or being attacked 
Prinny Explode when thrown 


Next Game's Main Increase stats by 100% 


This battle will be long and depending on when you do it, it might be quite challenging. 
There are so many enemies and things to watch out for, particularly the Evilities of the 
Asagi, since they are all pretty deadly or annoying (except Depression). Some of them 
will have the Hypered Evility, making them giant and have higher stats, as well as Giant 
Press being the only skill they can use. 


This map is very large and has a lot of enemies (left). It is a great map for farming 
prisoners (right). 


All of the Asagi will use various weapons, from bows and guns to swords, so some will 
be able to hit you from a long distance, while others might need to be a little closer. | 
would suggest that you be around level 250-300 for this battle, to avoid having too 
much trouble. Take things slow and make sure you defeat all of the enemies you can 
reach before moving on to the next section. It should be noted that the BOSS will 
eycle through the Evilities listed above, making her quite annoying. 


The Cursed Witch 


This bill (Restore Toto Bunny) costs 5,000 Mana to propose and has a base chance of 
15% for approval. It is unlocked after completing the main story and first entering the 
postgame. 


Reviving Evil 

Lv. 300 Majorita Eclipse Wand, Eclipse Wand, Queen of Coffins, Double 
Hachiryu Armor Bladed 

Lv. 300 Elbaccie Fenrir's Fang, Hachiryu Armor Weakening Aura, Hypered 

(5) 


The Elbaccie all have the Hypered Evility, making them so they will always be giant, 
thus increasing their stats some. They also have Weakening Aura, meaning they will 
take lesser damage than usual from Humanoid units. Luckily, Majorita doesn't have 
her Overload skill (none at all), so you are free to attack and kill the Elbaccie without 
having to worry about them being revived. The catch is that each one you defeat will 
increase her attack by 10%, so you are left at wit's end on how to defeat the enemies. 
Of course, as you can see from their levels, you will want to be around there or have 
some nicely leveled equipment (both will help immensely). 
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Try to take out the Elbaccie near your Base Panel (left), before Majorita and the 
others come to join in the fun (right). 


As for skills, Majorita has access to the entire Star line, up to and including Omega 
Star, as well as her unique skills. The Elbaccie have their normal moves, but they can 
only use Giant Press, especially if your characters are all bunched up together. Your 
first turn should be spent trying to get rid of one of the Elbaccie, which | suggest is the 
breaking point of this map. If it takes you two turn to defeat one with your characters, 
then you might not be ready and should return to grinding/powering up more. This is 
the case because after the second turn is over, the rest of the enemies on the map will 
come after you. It will probably take Majorita and the others near her to get to your 
positions near your Base Panel two turns, so you have until then to at least wipe out 
two of the Elbaccie near your starting position. 


Hypocrites Sigh 
Lv. 500 Eclipse Wand, Eclipse Wand, Queen of Coffins, Double Bladed, 
Majorita Hachiryu Armor Malicious Reflect 
Lv. 400 Angel's Medal, Hachiryu Armor Good Fortune 
Immortal Fox 
Lv. 400 Fenrir's Fang, Hachiryu Armor _ Spreading Miasma 
Observer 
Lv. 400 Angel's Medal, Hachiryu Armor Magic Creation 
Dinasy 
Lv. 400 Fenrir's Fang, Hachiryu Armor __Shroom Power 
Fungus 


There's some good news and bad news with this battle. The bad news is that 
Majorita's level has shot up to 500, so you'll likely need to grind some more if you 
barely scraped by with the previous battle. In addition to the same two Evilities as last 
time, she also has Malicious Reflect, which sends back 10% of the damage you 
inflicted onto her. The good news is that those four enemies by her will Dual 
Magichange onto her weapons on the first turn, essentially making this a one-on-one 
fight, but Majorita will gain all four of their Evilities. She has the same exact skills as 
last time, in addition to the Magichange ones. The upside to this is that her Queen of 
Coffins Evility is essentially useless, as the units aren't defeated and she won't gain 
the 40% extra attack. 


You will notice at the beginning of the battle that there's a large area of yellow Geo 
Panels, all granting the Enemy Boost +50% effect. Unfortunately, you can't get to the 
top of the map via the paths, due to the No Entry effect in place. If you've been using a 
magic user with great range (and the Expand Evility), toss her/him into the middle area 
and target the Enemy Boost +50% symbol right away to get rid of the effect. Should 
that character survive the next turn, then target the No Entry symbol to make the 
leftover panels into a DEF -50% effect. This will be your base of operations, as you will 
want to have someone (preferably your weakest character) toss Majorita onto the 
panels with that effect before attacking her. If you have enough damage, then you 
should easily defeat her and end the battle. 


Majorita will have four extra Evilities, thanks to the Magichanged monsters (left). If 
you have a mage with a level 99 spell, they should be able to hit the Enemy Boost 
symbol (right) from the middle area. 


Unlock: Upon completion of the above battle, you will gain Majorita as your ally. 
Another 100 CP will unlock for the Cheat Shop, as well as the Flatty Squad at the 
Squad Shop. The Pursue Powerful Energies! bill also appears in the Dark Assembly. 


Possessed By Heart 


This bill (Pursue Powerful Energies!) appears in the Dark Assembly after clearing 
both battles in The Cursed Witch area. It costs 10,000 Mana to suggest and has a 
base chance of 1%, so it's highly likely that you will need to either pay or force the bill 
to pass. 


Darks Second Coming 


Lv. 600 Corpse (x5; Dark Aroundight, Orichaleum Ripple Impact, Veteran Hero, 


Knight) Shield Purgatory 

Lv. 600 Corpse (x2; Dark Beam Axe, Orichalcum Ripple Impact, Veteran Hero, 

Knight) Shield Purgatory 

Lv. 500 Wight (x5) Dragon Force, Predation, Poison Chance, 
Orichaleum Shield Regeneration 


The only enemies you'll find in this stage are Dark Knights (the Corpses) and Undead, 
all of whom are quite meaty. First of all, the Geo Symbol has no effect, since it's not 
resting on any panels, so ignore it and focus your attention on the enemies before you. 
The Dark Knights get some boost to their stats with Veteran Hero, since it increases 
their aptitudes, as well as a 50% boost to the damage if they happen to get a critical 
hit (Purgatory). 


The bigger problem in this battle comes from the Wights, who recover 30% health of 
the damage they take, meaning that if you hit them for 10K damage, they will recover 
3K HP. So, unless you can kill them outright, which won't happen unless you've been 
doing some heavy grinding, it will take a while to down the Wights. They have -50 
resistance to fire, so skills/spells with that element attached will do extra damage. The 
Dark Knights pretty much boil down to whether you can kill them before they can kill 
you. 


Endless Effort 


Equipment Evility 


Lv. 800 Void Audacious Medal, Orichalcum Endless Animosity, Reduction 
Dark? Shield, Accelerator Curse, Day of Calamity 

Lv. 600 Corpse Aroundight, Orichaleum Shield Acceleration Shot, Demonic 
(Pirate) Marksman, Gun Fight 

Lv. 600 Corpse Hand of Glory, Orichalcum Acceleration Shot, Demonic 
(x2; Pirate) Shield Marksman, Gun Fight 


There's not a lot of enemies in this battle, but don't let that fool you, as they are 
powerful. All three Pirates are equipped with the same Evilities, which are designed 
around keeping you away from them. Demonic Marksman just ups their aptitudes for 
SPD and HIT by 30%, while Gun Fight decreases the damage they take by 50% if you 
attack from more than 3 panels away. It's important to get right up in their face in this 
battle, so ranged attacks should be avoided at all costs, but only if they are more than 
3 panels. 


This battle with Void Dark is pretty much the same as the main story's battle, 
except he's stronger. 


As with the battle against Void, he has unlimited Revenge Mode and will cycle through 
the same order of Overload skills. However, he has two new Evilities in play, one of 
which has a 25% chance to inflict Shrink with a normal attack (Reduction Curse). The 
other, Day of Calamity, has a 10% chance to deathblow someone for each ailment that 
has been inflicted. At most, this will only be 30% (40% if the SPD reduction of the 
gun-toting Pirates count) at most, as there is the Shrink Evility already mentioned, as 
well as two attached to skills that Void can use. 


Grudgeful Spirit 


Lv. 1000 Void Audacious Medal, Orichalcum Endless Animosity, Elemental 
Dark? Shield, Accelerator Reverse, Isolation 


Lv. 700 Corpse _Apollo's Staff, Orichalceum Shield Mass Blaster, Wisdom 
(x3; Sage) Incarnate, Concentration 


This second rematch against Void will play the same, but only in the terms of the 
infinite Revenge Mode and Overload skills. I'm not quite sure what Elemental Reverse 
does, but Isolation makes it so his stats receive a 20% increase just by not being next 
to anyone. You'll see this in action, as Void will continually run away from you 
throughout the whole battle, while blasting you with Star spells. Speaking of spells, 
Void has Giga/Omega Star and each of the three Sages has a Giga/Omega spell of 
one element, so you will encounter Ice, Fire, Wind and Star in this battle. 


Wisdom Incarnate on the Sages increases their aptitude for SP, INT and RES, similar 
to the Pirates and Dark Knights in previous battles in the postgame, while 
Concentration increases the damage done to your characters by 100% if they target a 
single character with a spell. It's probably best to go after Void and do enough 
damage to trigger Broken Faith first, then you can kill the three Sages and concentrate 
on Void. 


Unlock: Void Dark now joins you as an ally (he is level 1000) after completing this 
battle. You also see a new bill can be suggested, called Gimme Back My 
Overload, but it can only be suggested by Majorita. Another new bill, Master 
Martial Training, can be suggested, opening up the Final Trial for Martial Training. A 
new Squad, Elite Four, is unlocked and you gain an additional 100 CP to use in the 
Cheat Shop. 


Unlocking Carnage Dimension 


After clearing Possessed By Heart, you might be at a loss as what to do next. If you 
look at the Quest Shop, you will notice a few quests that have a reward of 2.5 million 
HL. These require you to do four things, which are to defeat an Item God, clear the 
Overlord difficulty of Chara World, find a Rank 35 Netherworld from Nether Research, 
and finish the Final Trial of Martial Training. After finishing each one of those, you will 
unlock another series of quests that have a reward of 4 million HL. These are special 
battles that will disappear from the list once you complete them, with the Carnage 
Dimension area unlocking afterwards. 


Two things you will need to do is defeat an Item God (left) and clear the Final Trial of 
Martial Training (right). 


Violent Challenger 


Lv. 1200 Mysterious Rage Charge, Best Condition, Boorish Counter, Safety 

Demon 

Lv. 800 Saint Expert Hands, Heart of Affection, Advanced Healing 

Lv. 800 Shadow Master Mirage, Sharp Eye, Double Bladed 

Lv. 800 Iron Maiden Assault Attack, Defense Mastery, Physical Boost, No 
Critical 


Lv. 750 Battle Master (x2) Wild Cry, Shaking Excitement, Gear Sales Rep 


Lv. 750 Lord Cat God Weakening Aura, Kinship Awareness, Auto Recovery, 
(x2) Unity 


Lv. 750 Freischutz (x2) Support Attack, Hit Mastery, Bow Range, Power Shot, 
Bad Trip 


There's quite a bit to take in, but none of it is too bad. These maps are designed to 
pretty much be blasted through, with there not being a lot of sound strategy to go by 
in order to complete them. As you can see from the above, they all have multiple 
Evilities and the ones to watch out for are the ones that boost damage and attack, like 
the Battle Masters. The more characters you have out of your base, the more their 
stats will get a boost (30% if you have 10 characters out on the field). The Shadow 
Masters can be dangerous, not for their Evilities, but because they know a lot of 
ailment-inflicting spells and unless you have resistances to them, they can put a 
damper on your progress. 


The same goes for the Freischutz, as their one Evility called Bad Trip, has a small 
chance to inflict poison, sleep and paralysis with a normal attack. The Saint will likely 
do nothing but buff her allies and heal, which you don't want because of the Bear 
receiving a 10% boost to its stats when its HP is full. The Lord Cat Gods are really 
nothing much, but the Bear is probably the most powerful enemy on the map, 
receiving a bonus thanks to the BOSS modifier. In terms of what order to kill enemies, 
go with the Battle Masters first, then the Freischutz and go from there. Whether you 
want to leave the Bear for last or not, it's entirely up to you, but it does have a pretty 
high ATK. 


Beautiful Assassin 


Lv. 1300 Mysterious Demon Good Fortune, Starlight, Stellar Blessing 


Lv. 800 Lilith (x3) Sexy Aura, Bones Out, Shame 
Lv. 800 Ultimate Skull Magic Bundle, Enlarge, Magical Boost, Convert Force 
Lv. 750 Desperado (x3) Assist, Hawkeye, Double Bladed 


Lv. 750 Diamond Knight (x3) Hero's Shield, Advance Guard, Swift Stance 


Out of all of the enemies on the map, the most annoying ones will be the Diamond 
Knights at the beginning. They will do their usual defending thing, but they get an 
added damage mitigation thanks to Advance Guard, which reduces damage taken by 
50% when they are defending. Your first task, then, is to defeat the three Knights. 
While you are focusing on them, the Desperados and Ultimate Skull will blast you from 
behind the Knights. Speaking of which, the Skull is designed around increasing the 
potential of his magical attacks, but at the same time, Convert Force decreases his 
resistances by 50%. Of course, you can't snipe him because of the Knights, so your 
attention should be on finishing them as soon as possible. 


Once the Knights are finished, concentrate on the Desperados and if you can reach 
the Skull, take him out as well. The platform the Skull is on will require a Jump of at 
least 36 or if you have a powerful character with spells, you can take him out with 
those (any will do). It should be around this time that the Lilith will start coming after 
you, as well as the Mysterious Demon. They have Tera-level spells and will blast you 
with them (most likely Tera Ice), which might hurt more than usual because of the 
Netherworld Effect. 


The Diamond Knights will be an annoyance until you defeat them all (left). They will 
let the Skull on the platform behind them to peg you with ice spells (right). 


Winners Only 
Lv. 1400 Mysterious Twin Heads, Dragon Treasure, Double Attack 
Demon 
Lv. 900 Dark Paladin Ripple Impact, Veteran Hero, Heavy Stance 
Lv. 800 Fortuna Mass Blaster, Wisdom Incarnate, Magic Conversion 


Lv. 750 Emerald Knight Hero's Shield, Advance Guard, Vaccine, Auto Recovery 
(2) 


Lv. 750 Boulevard Fighter Fury, Blasting Fist, Physical Boost 
Lv. 750 Behemoth (x2) Greedy Disposition, Cross Formation 
Lv. 750 Freischutz (x2) Support Attack, Hit Mastery, Bow Range, Arrow in the 


Knee 
Lv. 750 Mother Brain Medical Insertion, Chemical Reaction, Effective Delivery 
Lv. 750 Ra Evil Eye, Cross Formation 
Lv. 750 Odin (x2) Immortal Body, Blood Insanity, Gear Sales Rep 


There's a lot of enemies in this battle, as well as a large variety, making it hard to keep 
track of every single thing. The first thing you notice is that there are Armor Knights in 
this battle, but they don't come into play until you seem to reach a certain point on the 
level. They are similar to the last battle, where they will defend anyone who is 


attacked, while taking less damage at the same time. These Knights, however, will heal 
5% of their health back at the end of each round, so you'll need to deal some major 
damage to them to make a dent. 


On the enemy's first turn, the Ra will Magichange with the Dark Paladin, not really 
adding anything of benefit, since Evil Eye is still a 5% decrease to your stats either 
way, and the Behemoths will Magichange with the Freischutz, upping their stats 
because of Greedy Disposition, but it's not known by how much since you can't see 
their money. 


The Mother Brain will pretty much do nothing but buff up her allies, so if you can catch 
her, take her out as soon as possible. The Boulevard Fighter doesn't have anything 
special, but can debuff your DEF by 10% thanks to its Blasting Fist Evility. Depending 
on which enemy the Knights focus on to protect when they start defending, you might 
be left with a problematic group when you get to the top with the boss. Note that you 
need at least a Jump stat of 36 to get there, but can clear everyone out at the bottom 
and use a throwing character. The Sage in front of the boss has access to all four Tera- 
tiered spells and the boss itself will do extra damage if it attacks the same character 
as the previous round. 


Where It All Began 


Lv. 1500 Mysterious Evil Eye, Lock Eyes, Hurricane Blessing, Auto Recovery 
Demon 


Lv. 950 Shadow Master Mirage, Sharp Eye, Feint, Booster 
(x2) 


Lv. 900 Blade Master Bushido, Double Bladed, Gear Repair 
Lv. 750 Yelbeghen (x2) Twin Heads, Cross Formation 


Lv. 750 Agni Anti-Element, Ruling Penetration, Element Charge, Unity 
Lv. 750 Agni Anti-Element, Ruling Penetration, Protection Destruction, 
Unity 


Lv. 750 Black Pudding Gel Body, Poison Gel, Weak Gel 
Lv. 750 Jolly Roger (x3) Acceleration Shot, Demonic Marksman, Gun Fight 
Lv. 750 God Buster (x2) Rapid Movement, Chi Charging, Counter Dodge 


To start off, as soon as you get a level in the Bonus Gauge, summon your own 
Netherworld to get rid of the Netherworld Effect, which lowers your wind resistance by 
50%. That is, unless you have a powerful character with wind spells, as all of the 
enemies except for the Yelbeghens will have their wind resistance in the negative. On 
the enemy's first turn, the two previously mentioned enemies will Magichange with the 
Blade Master, so she will gain the Twin Heads Evility, allowing her to attack twice if she 
doesn't move. Starting off, the God Busters will be your first opponents, with the Jolly 
Rogers also joining in behind them. The God Busters can hit you from two panels 
away, thanks to Chi Charging, which doesn't matter anyway, as they will evade all of 
your counters due to Counter Dodge. 


You've encountered the Pirates with the same Evility setup in a previous battle, which 
is designed to focus on putting distance between you and them. The Shadow Masters 
and Blade Master will charge your position as soon as they can, and the Shadow 
Masters! only annoying bit is that they can cancel your counter attack with Feint. 
There's nothing special about the Blade Master, other than the Evilities gained from 
the Magichanged monsters. 


The Lady Samurai will have extra stats from the two Twin Dragons Magichanging 
with her (left). Don't forget that Squad Attack hits all enemies that are in a squad 
together (right). 


You should be used to the Sludge class of monsters by now, with the Black Pudding 
inflicting poison and weaken should you attack with a non-elemental one while next to 
them. The two Agnis are similar, except each one has one differing Evility; Protection 
Destruction will weaken your own elemental attacks by 20% if it uses one (all of their 
skills are fire-based) and Element Charge will increase the one's power for elemental 
attacks for every elemental attack used on the map. The only thing to watch out for in 
regards to the boss is that its wind-based damage is increased by 40% and it has 
Omega/Tera Wind available. 


Carnage Dimension (Area) 


The bill for this area (Fight New Enemies!; it costs 50,000 Mana) will become available 
upon finishing the Possessed By Heart area, as well as the four maps listed under the 
Unlocking the Carnage Dimension section. If you thought the last few maps were 
difficult, then you're in for a world of hurt, as not only are these enemies going to be 
slightly higher in level, but their stats are a lot better. Those who have played previous 
Disgaea games know about the Land of Carnage (Carnage Dimension in this game), 
where enemy stats are much higher than normal. You'll be dealing with these kinds of 
enemies throughout this whole area, and the normal enemies in the first map have 
primary attack stats in the range of 50-60K. 


Fearless Laughter 


Lv. 1200 Insanity Eye, Overlord Armor, Immortal Body, Blood Insanity, 
Mysterious Spartan Shield, Accelerator Shield Dash, Carnage Tyrant 
Demon 

Lv. 1000 Genie's Blade, Overlord Armor, Bushido, Carnage Tyrant 
Carnage Spartan Shield 

Princess (x2) 

Lv. 1000 Worm Spear, Overlord Armor, Bushido, Carnage Tyrant 
Carnage Spartan Shield 


Princess (x2) 


Something you notice right away when looking at the above table is that all of the 
enemies have the Carnage Tyrant Evility, which makes their attacks stronger if you 
have lower stats than they do. The highest stat on the map is the Horseman's defense, 
which should be around 80k, so if you're above that, then you don't have to worry 
about the Evility. 


The only enemy with anything to write about is the Mysterious Demon/Horseman. 
Blood Insanity has been encountered before and only triggers if your character(s) 
health is under 50%, making the Horseman's damage increase by 30%. Shield Dash is 
a defensive Evility and decrease damage by 1% for every panel moved (the Horseman 
has a Move of 7). Think of this battle like a bar and if you can finish the battle without 


has a Move of 7). Think of this battle like a bar and if you can finish the battle without 
too many problems, then you can likely go on to the next one. If not, then it's a wise 
idea to go back and grind some. 


Fight Gods Return 


Lv. 1500 Goldion God Hand, Alloy Robosuit Fighting Aura, Heavy Armor, 


Carnage Tyrant 
Lv. 1200 Devil Matrix, Alloy Rage Charge, Carnage Tyrant 
Orangadang Robosuit 
Lv. 1200 God Hand, Alloy Robosuit Pro Tosser, Carnage Tyrant 
Bigbangweight (x2) 
Lv. 1200 Sonic Spinning Saw, Alloy Pro Tosser, Carnage Tyrant 


Bigbangweight (x2) __Robosuit 


The first annoying thing about this battle are the Wrestlers, since they can use their 
Heroic Backbreaker to make sure a character can't use their turn, since the skill ends 
with you being lifted. The second annoying thing is that the Bear will Magichange with 
the boss, giving him the Rage Charge Evility, so every attack on him will power him up. 
Now, you've fought this boss plenty of times already, so you should know the ins-and- 
outs of the battle, but note that his defense is increase by 50% because of Heavy 
Armor. Getting rid of the Wrestlers first is a top priority, then you can concentrate on 
the boss himself. 


Jin 
The Bear will Magichange with Goldion, making it so he gets stronger the more you 
attack him (left). You already know about Heroic Backbreaker by now (right). 


Overture of Downfall 


Lv. 2000 Prinny Devil Matrix, Alloy Explosive Body, To the Death, Heavy 
Overlord Robosuit Stance, Carnage Tyrant 

Lv. 1800 Carnage Devil Matrix, Alloy _ Immortal Body, Blood Insanity, Shield 
Demon (Horseman) Robosuit Dash, Carnage Tyrant 

Lv. 1500 Carnage Devil Matrix, Alloy Rage Charge, Wild Power, Power of 
Demon (Bear) Robosuit Adversity, Carnage Tyrant 

Lv. 1500 Carnage Emperor's Medal, Good Fortune, Fluffy Barrier, Comet 
Demon (Nine-Tails) Alloy Robosuit Blessing, Carnage Tyrant 

Lv. 1500 Carnage Emperor's Medal, Evil Eye, Lock Eyes, Day of Calamity, 
Demon (Chimera) Alloy Robosuit Carnage Tyrant 

Lv. 1500 Carnage Emperor's Medal, Twin Heads, Imperial Wrath, Double 
Demon (Twin Dragon) Alloy Robosuit Attack, Carnage Tyrant 


It's easy to be overwhelmed if you look at the battle from a distance, since there are a 
total of six enemies, all of which are considered bosses, so they will have higher stats 
than normal ones (plus they're enemies from the CD). The highest stat on the map is 
likely going to be the ATK stat of the Prinny Overlord, at around 300K (plus he has 
around 10 million HP). Not only does his defense receive a boost from Heavy Stance, it 
also means he cannot be lifted. In addition to that, should he enter Revenge Mode, his 
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attack will boost by 100% at the expense ot losing 100% detense. Needless to say, 
the Prinny Overlord is going to be a tough cookie to crack. 


As for the other enemies, the Horseman from the first battle in this area returns with 
the exact same Evilities. The Bear's set up revolves around increasing his HP and 
should it still be alive with less than 10% HP, his damage will get an increase of 5%. 
The Nine-Tails mitigates 50% damage if you attack it from behind and also has an 
Evility that increases its star damage (it has Star and Mega Star). The Twin Dragon has 
an Evility that responds with a 100% increase for its next attack if it receives a critical, 
which can be dangerous when paired with Double Attack and Twin Heads. 


Toras Damage 
1033400 


Carnage Prinny is definitely the toughest foes you've faced thus far (left). Whoever 
deals the killing blow on him will open an extra Unique Evility slot (right). 


The final enemy on the list, the Chimera, not only reduces your stats by 5%, but also 
reduces your evasion by 20%. In addition to that, it has 10% per ailment chance to 
deathblow a character, which can be up to 50% if the Horseman uses Painful Breath 
and its own skills/spells. Out of all the enemies, the most dangerous besides the 
Prinny Overlord is the Chimera and it should be taken out first. The second should be 
the Twin Dragon, then it's free reign for the rest of them. There is a slightly cheap tactic 
that involves using one of your own Prinnies on this map. Wait until the Prinny Overlord 
gets close enough, then toss your own Prinny so that it will get caught in the 
explosion. The only problem with this is that you won't get the extra Unique Evility slot 
that unlocks for the character who deals the killing blow on the Prinny Overlord. 


Unlock: Upon finishing this area, you will unlock the true Carnage Dimension, as 
well as Goldion as an ally. In fact, Goldion also becomes a NPC in your own 
Netherworld and acts as a portal for the Carnage versions of the normal maps. You 
will also notice that the equipment from the Bonus Gauge in these versions are a 
different. That is because each piece of equipment in the game has a Carnage 
equivalent, with the Rank 1 versions having better stats than the Rank 40 normal 
version! 


Upon returning to your Netherworld, you will have gained another 150 CP for the 
Cheat Shop. With all of the other boosts, you will have a maximum of 1000 CP to 
spread across your options on the first page of the Cheat Shop. The quest to 
unlock the Super Overload difficulty for Chara World is available, as well as another 
quest that unlocks a new map from the Carnage NPC. The latter is actually a quest 
line that will cover all of the main areas from the story, with the final map pitting you 
against a difficult boss that is required to unlock the last Unique Evility slot for 
characters. 


Before diving into the Carnage Dimension maps and quest line, it's a good time to 
start beefing up your characters to very high proportions. This step will enable your 
characters to get up to 40 million stats by doing a few steps. For these steps, you can 
use whoever you want, but one character you will definitely want to create is a Sage. 
The reason for this solely lies in their one ability called Land Decimator, which has a 
50% chance to deal damage to all of the enemies on the map. 


You will also want to create four support characters, with Christo being one of them. 
This is because his one Evility makes it so whoever he standing adjacent to will have 
100% accuracy on their attacks (Land Decimator is still capped at 50%). Other good 
characters to have are a Professor, because their Unique lets their support skills have 
double the normal effect, and another Sage for Multi-Attacker, giving your characters 
an extra attack. The last character you will want is a Maid, who has a skill (Afternoon 
Tea) that gives a character another full turn. 


You will want the following Evilities on the above characters. Max out the Celestial 
Host class to get access to Angel Song. The other Unique Evility you will need for 
them is Evil Eye, which is gotten from the Chimera monster class. You will also want to 
get Softening Aura from the Catsaber class, which should be easy, as it only requires 
rank 2. Since you'll be bringing these characters to Item World later on, get them to 
have Explorer from the Pirate class. 
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Angel Song is a necessity for all of your support characters (left). Your Professor's 
Magic Boost should be maxed out at the Skill Shop (right). 


There's a few things to do in order to set everything up for this whole ordeal. The first 
thing you will want to do is max out the Alchemy and Elite Four squads. Before going 
about and nabbing prisoners, you can make things easier on yourself by doing the 
quests at the Quest Shop that involve getting prisoners. The reward for the one quest 
is the Megaphone fun weapon, which gives a greater chance of enemies surrendering 
if killed with the character who has it equipped (can equip the weapon in the 
Subweapon slot). 


You might as well do the quests that involve finding Netherworlds via the Nether 
Research NPC, since you will need the Raised Flag weapon later. With the Megaphone 
equipped, go to a map with a lot of enemies, like The Phantom Copies or even 
something as simple as Martial Training 4. The only thing that matters in regards to 
prisoners are their levels, so the higher you can kill them, the more beneficial they will 
be when leveling up your Squads. Make sure you interrogate them fully via the 
Interrogation Room to triple the experience you get from them. 


Mastering Classes 


The next step in powering up your characters involves mastering their classes. To start 
off, put someone in the maxed out Alchemy Squad (or fill it with useless characters) 
and have the Alchemy Shop create a Carnage version of the Eclair. Once this is done, 
if you're using a character that doesn't have access to Geo Blast, then go through 
Chara World (Demon difficulty is enough) to create a skill scroll. To begin mastering 
classes, go into the Carnage Eclair at 20 stars and simply destroy Geo Symbols. You 
can slightly "cheat" a bit and have your Alchemy Shop spitting out Gency Exits and 
keep using them to exit the Item World after you master a class. 


It should only take a minimum of one Geo Symbol to max a majority of the classes, 
but some of them will require two. Of course, this is with an Evility that increases 
Class EXP. Basically, every time you master a class, you leave the Item World via a 
Gency Exit, switch to another class and keep doing it until you've completely mastered 
all classes. Once you're finished with this, reincarnate the character, stick them in the 
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all classes. Once you're finished with this, reincarnate the character, stick them in the 
maxed out Elite Four Squad and equip them with the Raised Flag you got earlier. If you 
don't have one or are leveling up a monster character, purchase all of the 10% stat 
growth rate Evilities (HP one isn't needed) and equip them instead. 


If done right, then you should have close to 10 million base stats for the character(s) 
leveled in the Elite Four Squad, or very close to it. It will happen if you have the three 
DLC classes also mastered, but you might fall short a little bit if not. You can do this 
for as many characters as you want, but taking the tip listed above and the following 
step, a maximum of five characters would be beneficial. 


Characters 


It's a good idea to have a boost to Class Proficiency before you start mass 
mastering classes. 


Farming Shards/Extracts 


The second half of your base stats will come from Shards and Extracts, the former of 
which you've probably seen, as you randomly get them whenever you kill an enemy in 
Revenge Mode. Extracts, on the other hand, are gotten from prisoners. You need to 
interrogate them until they have no more SP, then choose the Extract option. The 
better thing about Extracts is that they boost all stats, instead of just a single one with 
the Shards. 


There are three good maps for prisoners, the first of which is the Sandcano Challenge 
Map. The good thing about this stage is that all of the enemies here only have a single 
HP. They are level 120 with no stars and level 640 at the maximum of 20 stars. If you 
have Metallia (DLC), then her Overload is great here. Otherwise, use a Sage equipped 
with the Megaphone, using either Land Decimator or the Overload skill, Comet 
Disaster. 


Disaster. 
Carnage Phantom Copies 


The second good map for Shards/Extracts is the Carnage version of The Phantom 
Copies. This stage will require a little bit of setting up, especially if you have a freshly 
maxed-classes character. For your Sage, you want to equip the Twin Heads (Twin 
Dragon) and Greedy Disposition (Nether Noble) Unique Evilities, as well as the Heavy 
Stance (Dark Knight), Violence (Void Dark), Purgatory (Dark Knight) and any other 
damage-increasing Evilities (like Desperation, which is a Felynn one). The Sage's Land 
Decimator should be as leveled as possible (Skill Shop leveling) without being unable 
to cast it from the high SP cost. 


To start off this map, you want to bring your four support characters out and surround 
the Base Panel, then bring out your Sage and use Land Decimator. As long as you 
don't move her before acting, you should cast Land Decimator twice. Keep doing this 
until you happen to kill all of the fake Asagis. All you have to do is finish the boss off, 
as Land Decimator is not likely to do a lot of damage to that enemy unit. With the 
Megaphone equipped, it's possible to get a lot of prisoners. 


As your Prisoners reach the max capacity in the Interrogation Room, create an 
Extract from them all. 


Carnage Martial Training 4 


This is the final map that is great for getting prisoners; well, it's the leveling version of 
it, so if you haven't cleared it once again, do that first. For this, you will want to fully 
level the Capture Squad and use the 3x3 skill it gives you, as that's the same pattern 
the bears are in here. As for Evilities, get rid of Twin Heads and replace it with Assault 


the bears are in here. As for Evilities, get rid of Twin Heads and replace it with Assault 
Attack from the Valkyrie class. The rest of the Evilities from The Phantom Copies part 
can remain the same. All five of your characters will want to have three pairs of Shoes 
on (Carnage versions have 3 Move each). 


You want a lot of movement because you're going to be going behind the Bears on 
your first turn, which will give you a nice boost to attack power thanks to Assault 
Attack. As usual, have your support characters surround your Sage (can only have 
three, unfortunately) and let loose with the Capture Skill. As you get the max of 128 
prisoners, interrogate them all and make an extract. Keep doing this over and over, 
combining the Extracts with the one bill in the Dark Assembly. When you feel you are 
ready to use the extract, read the next section. 


Powering Up, Part 2 


When you feel you're ready to use an Extract, you will want to do something that will 
maximize its effectiveness. The Maid has a Common Evility that extends the effective 
range of an item, called Licensed Caregiver. Normally, you can only use an Extract on 
one character, but with the above Evility, you will be able to use it on a total of five 
characters at once! The problem is picking four other characters to use for this. 


Killia is one good candidate, as there's an Evility setup for him that makes him into a 
counter powerhouse. Without DLC, you can use a Magic Knight for a single-target 
damage dealer, as well as an Armor Knight for becoming a punching bag. If you do 
have DLC characters, Metallia is a great character for a magic user, as well as Sicily for 
a tank. Anyone else is completely up to you, so you are free to choose whoever you 
want, but the above are some ideas. It's a wise thing to use the Extracts as you make 
them, as this will make your Sage stronger and you'll be able to increase the enemy 
strength, making the Extracts more productive in the long run. 


Licensed Caregiver allows you to use an item on five characters at once (left). If you 
have the DLC, Sicily makes the best tank character in the game (right). 


Once you've gotten the 10 million stats from Extracts, you should be at 40 million stats 
with the 100% stat Evilities listed already. You are more than ready to deal with most of 
the Carnage Dimension postgame, but there is one other things you can do to make 
yourself even more powerful, which is getting powerful equipment and leveling it in the 
Item World. The first thing you need is the Eryngi Fluid Evility from the Shroom 
monster class, equip it on your Sage, and go to a map where you know you will take 
damage but not be killed. Do it right and you'll eventually get the Carnage version of 
the Mushroom Soup, which is a Rank 39 item. 


There are a few things you're looking for while you dive into the Mushroom Soup, 
which are Rank 39 weapons, Elixirs and an Arcadia. There's no reason to do this on 20 
stars, so set the enemy strength back down to 0 and equip your Sage with Thief Skills 
(or another character, if you've built them up in the same manner as your Sage). The 
number one priority is going to be the Arcadia, but be on the lookout for the following 
weapons, which are all Rank 39. Note that it is completely random and you might not 
see the equipment until some floors in. 


Yoshitsuna 

Drill Emperor 

Majin Greatbow 
Wave Particle Shot 
Tezcatlipoca 
Solomon's Staff 
Uroboros Ring 
Medal of Awakening 


Once you've gotten the Arcadia, check the Item World section for details on how to 
maximize your time. Upon getting the Arcadia, you want to level it up to 80+ and get to 
the Item God on floor 100 to steal the Trapezohedron. It is this item that you want to 
level up to 500, as it is one of the best items in the game. When you're done with it, 
keep going through it to try to find the Mystery Room that lets you duplicate it, so you 
can equip many on other characters. 


Carnage Quest Line (1) 


Upon finishing Overture of Downfall, you will unlock the Carnage Dimension NPC in 
your base, allowing you to visit more difficult versions of the story maps you've played 
up to this point. However, you will also unlock a new Quest that will open up a stage in 
the Carnage version of Blood Parch. This starts the quest line for the Carnage 
Dimension, with you finishing each quest opening up a new one for the next stage. 
While they may start relatively tame (in terms of stats), these stages will get tough 
quickly, with the enemies’ stats reaching into the 10s of millions. That's why it's 
important to follow the steps listed in the What's Next? section of the guide, as this 
section will figure that you've already done what was outlined there. 


Blood Parch Carnage Stage 


Your introduction to the Carnage challenge maps isn't too bad, despite the initial levels 
impression and mass of Evilities you have to look at. Starting with the boss, he cannot 
be poisoned or charmed and has 10% more stats whenever his HP is full, as well 5% 
more damage if he should happen to have less than 10% HP. He gets a minor boost to 
wind, which one of his skills has, as well as some wind resistance (still only at 0). The 
two Titania have a 20% increase to the kind of magic they will be using, and will also 
do 10% damage to your SP from whatever they do to you. The Parthenocissus will 
make it so any enemy within 3 panels of her is immune to ailments and her unique 
evility that can heal others around her. 


Every Carnage Stage will have a boss on it (left). As your first map, this one isn't too 
bad, as the enemies aren't too challenging (right). 


The Azazel doesn't have much working for it, besides some of its skills being able to 
inflict Weaken, which is not good for any of the battles in the CD. The only problem 


inflict Weaken, which is not good for any of the battles in the CD. The only problem 
with the Rabbits is Hidden Valley, which might boost their speed by a lot, depending 
on where they are standing. It's best to save the Eryndoms for later, as when you kill 
them, they will fill the Revenge Gauge of any remaining enemies by 20% and since 
there's three of them, that's 60%. The Orcs and Odin get a boost from each other 
being on the map (as well as from the Imp), so it might be best to go after them first. 


Spirit Interment Carnage Stage 


While the Diamond Knight is annoying, she doesn't have the Evility that gives it more 
defense when she is defending. However, if there are enemies standing next to her 
while she's defending, they do take less damage. The two enemies you want to keep 
an eye on at the beginning of the fight, especially if you don't have resistance to 
poison, are the Zombies and Black Puddings. The latter are still weak to elemental 
magic, so mages are ideal here, especially considering the Zombies are weak to fire. 
The bad thing about the Zombies is that they have Regeneration, meaning 30% of the 
damage you inflict on them is returned as healing. However, if you have a very strong 
healer, you can use a healing spell on them, since Undead reverses the effects of 
healing. 


The fewer characters you use, the less trouble you'll have from the Battle Masters. The 
Orcs are only troublesome because of their Goddess of Orc skill, which can inflict 
Charm. You'll want to save the Ra as one of the last enemies you defeat, due to Grief 
Shout lowering your defense by 30% for three turns. The Mage and the Skull both 
know up to Omega Star, as well as up to Omega in another element (Mage is Wind 
and Skill is Ice). The Saint will likely just sit back and buff the other enemies, as well as 
heal anyone that is hurt. As for the boss, despite having an extra 25% resistance in the 
three elements, it is still weak to fire. 


Poisondise Carnage Stage 


As soon as you get a level in the Bonus Gauge, you should summon your Netherworld 
to get rid of the Netherworld Effect, allowing your characters to stand on the purple 
water without fear of being poisoned. The two Shadow Masters know a lot of ailment 
skills, so they should be gotten rid of first, followed by the two Behemoths, due to their 
resistance-reducing Evilities. On the enemy's first turn, the Lord Cat God will 
Magichange with the Archer, making the Archer more resilient to attacks from your 
humanoid characters. The two Desperados have Poison Vaccine, so they won't be 
affected by the Nether Effect should you decide to keep it. 


arrected by the Nether Errect should you decide to keep It. 


The wondrous and spectacular Diamond Knights have returned, who will sit there and 
be annoying with their defensive abilities. Also, the Liliths can be quite troublesome 
enemies, since they have access to Charm, meaning that your own characters will be 
fighting one another, which can prove fatal if they are extremely powerful. The Space 
Knights have access up to the Giga-tier for the three elementals, and have Evilities that 
increase their elemental damage. As for the boss, she has Star/Mega Star, as well as a 
boost to Star damage. Also, make sure you don't attack her from behind, since Fluffy 
Barrier reduces damage from behind by 50%. 


Demunshroom Carnage Stage 


The biggest problem with this stage is that it's set up in such a way that the enemies 
can hit you with attacks from the upper platforms. If your strongest character(s) are 
mages, then you can alleviate this problem by hitting them with spells, which have 
good height requirements. The first part of the stage will likely be you trying to battle 
the ailments that the Unknown, Imp, Zombie, Shrooms and Black Pudding can inflict 
on your characters. The biggest problem is definitely Poison, so if you have Poison 
Vaccine, equip it to cut off that damage source. That leaves Weaken (the Black 
Pudding can inflict it on your characters if they attack while next to it), Paralysis, Sleep 
and Amnesia; none of these are as bad as Poison, but Weaken can be a pain if you 
have stat-appropriate characters for this map. 


Once you're past those enemies, you have to contend with the Maid and Gunner 
pegging you from above (again, not a problem if you can hit them with spells, should 
you have mages or anyone with spells). While the Mother Brain has access to a few 
Star spells, she will most likely use her turns to buff the other enemies around her. 
Nixxing the Partenocissus early can help, since they can power up ATK, DEF and RES 
for three turns for enemies that stand next to her. One of the Titanias has Mind Break, 
which inflicts 10% of the damage it deals to your SP, which can be a little bit of a pain. 
As for the boss, Punishment will inflict more damage to your characters if they are 
Weakened, so you want to heal that before getting to the top. Also, she gets a pretty 
good boost to magical (and Star) spells thanks to her Evilities. 


If you have a mage, you can hit the enemies from below (left). There is a high 
chance you will get afflicted with an ailment on this stage (right). 


leic-Hell Carnage Stage 


On the enemy's first turn, the Rabbits will Magichange with the lron Maidens, giving 
them their Unique Evility..which doesn't matter, as they are on flat ground. That being 
said, they still have Physical Boost, which increases their physical skills. Two of the 
Battle Masters have Super Guts, meaning that they will have defense increased by 
50% if they are still standing after 50% of their HP has been depleted. The middle 
Battle Master will likely enter Revenge Mode first before anyone else, if left alive that 
is. 


The big problem at the beginning of this map will come from the Ninja and Skull, who 
are perched on the raised platform behind the previously mentioned enemies. With a 
50% decrease in water resistance thanks to the Netherworld Effect, the Skull will put a 
hurting on your characters, so you want to summon your Netherworld to get rid of the 
effect. The Ninja will pretty much use his status ailment skills on you. 


Past that, you will find some Behemoths, who despite having very low water 
resistance, nullifies it thanks to Water Management. The Anti-Messiah will pretty much 
use his turns to buff up the other enemies, so if you don't want that happening, then 
quickly take him out. The Chimera has Day of Calamity, meaning that if you have 
ailments on your characters, then it will get a 10% deathblow chance for each ailment, 
which spells trouble with the Ninja on this map, since they have access to a wide 
range of those with their skills. The Unknown contribute to this problem, as well, since 
their unique Evility makes it so you're more susceptible to ailments. The boss is a 
Horseman and doesn't have much, but he does get a 30% stat increase from Power of 
Bowls (6 empty Evility slots x 5% for each one). 
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Dragon Fang Carnage Stage 


This map is split into two, pretty much, similar to the one during the main story. On the 
enemy's first turn, the Titania at the front will Magichange with the Space Knight, 
making it so she can recover 10% of her max SP at the end of each turn, which 
doesn't really matter much in the long run. However, the Space Knight will have pretty 
high elemental resistances, which translates to power in her spells, so you definitely 
want to take her out quick. The two Chimera near them are the usual ones, but you 
want to be careful of the one with Calamity Shield, which blocks all damage from 
characters that have ailments. The Bastet can counterattack before your own attack 
goes off, provided you're not next to them, so ranged attacks work wonders. 


The only Orcs you want to watch out for are the ones with Mass Psyche, since that will 
boost their stats by a good 60-70% by the time you are likely to get to them. The Lord 
Cat Gods do have one potential worrisome Evility, which is Cat Step, putting their 
evasion at 50% from attacks at a lower elevation, something that could happen a lot 
during this battle due to the terrain. The White Foxes have access to all four elements 
and a 20% increase to them all with their Evilities. 


The Boulevard Fighters have the potential to be really devastating, especially if you 
have a character with a lot of counters, as they have 8 themselves and their Unique 
Evility increases their attack power by 25% by the number of counters. As for the 
boss, it is a Twin Dragon and will get to attack twice if it doesn't move. This could 
prove damaging when combined with Double Attack and Physical Boost, so try to use 
ranged attacks to get it to move. 


Carnage Quest Line (2) 


Sandcano Carnage Stage 


The first enemy you run across will be the Orc near your Base Panel, who is pretty 
strong due to getting a 63% stat increase from Mass Psyche, then another 10% from 
Insect Lover, plus he has Bad Trip. The Titania have access to the Tier-level spells, 
which will get a 15% increase in power from Magical Boost. The Bears only really have 
high HP and nothing else that makes them a problem; use fire or wind attacks on them 
to deal more damage. Behind them are the second batch of enemies, with the God 
Buster dodging all counters and the Fighter forcing characters to counter (and 
increasing his own power when he counters back). The one Battle Master has Bad 
Trip, which is about the only thing annoying about them. 


The Orc near your Base Panel gets a huge powerup (left). Near the top, you want to 
concentrate on the Diamond Knight (right). 


The Gunner is able to extend his shot range by 2 and can shoot like a bow, instead of 
being restricted to a straight line. The Anti-Messiah doesn't have anything it can use to 
attack, so it will resort to sticking with buffs. Keep your HP above 25% to avoid being 
deathblowed by the Lady Samurai, who you should know excel at fighting a single 
target. The Armor Knight is still defensive, but doesn't have the Evility that increases 
her DEF even more when guarding. 


However, she does recover 5% of her HP at the end of each turn. The one Sage with 
Magic Conversion and Concentration should be taken out as soon as you can, due to 
the extra firepower she'Il get from those two. The boss doesn't have much to make her 
a threat, other than Bad Trip, which she likely won't use because the Nine-Tail Fox 
tend to rely on magic. 


tend to rely on magic. 


Dark Testment Carnage Stage 


This stage can definitely be a big annoyance if your characters aren't overpowered. 
There's a total of 10 Liliths on the map, all with different sets of Evilities, which are 
going to be your main concern because of their ability to Charm. If you don't have 
Charm Vaccine equipped or a max set of the Charm resist innocent (Pastor), then you 
might want to get some for your characters if they are relatively similar in stats to the 
enemies here. Despite the Bastets having Vendetta (10% chance to Deathblow when 
countering), they only have one attack, so if you wait for them to attack your 
character(s) first, you can retaliate without fear of them countering and possibly killing 
your characters in one hit. 


The Mother Brains will spam buffs on the other enemies, with these buffs lasting six 
turns because of Effective Delivery, instead of three turns. Two of the Behemoths in the 
center are nothing special, but the other two get a 50% boost in their stats from Power 
of Bowls. The Space Knight does have access to Fire, Wind and Ice (up to Giga), but 
doesn't have any Evilities that make her stand out as a major threat. Try to take out the 
Fighter from a distance, to avoid the forced counters. All three of the Imps have 
Isolation as one of their Evilities, which increases their stats by 20% when no one else 
is adjacent to them. As for the boss, try to use elemental magic against it, since 
Convert Force drops all of its resistances by 50 in exchange for more stats. 


Scorching Flame Carnage Stage 


The Iron Maiden and Battle Master near the beginning of the map both have bows 
equipped, in addition to their melee weapon. Neither of them have any dangerous 
Evilities to watch out for, so there's nothing to worry about there. On the raised 
platform is a Gunner and Sage, with the Gunner able to attack as if he had a bow 
equipped. The Sage has Star Break, making it so whenever she uses a skill with Star, 
your resistance to it will be set at O (can be both good and bad, depending on what 
was beforehand). The Horseman will Magichange with the Dark Knight on their first 
turn, making the Dark Knight a little meatier thanks to Immortal Body. Behind him will 
be a Thief and Maid, with neither standing out, although the Maid does have access to 
buffs. 


The Sage behind them doesn't have much, Evility-wise, but it does get a boost to her 
fire and star spells from the Evilities (Tera-level for each). Going up the level from there, 
vou will run into the first of three Diamond Kniahts. who will utilize their defend-hannv 


fire and star spells from the Evilities (Tera-level for each). Going up the level from there, 
you will run into the first of three Diamond Knights, who will utilize their defend-happy 
nature to annoy you. This is the only one that does have Auto Recovery, making her 
even more of a pain, as well as pretty decent resistances. The other two Knights don't 
have Auto Recovery, but are still as beefy. The Mother Brain is someone you should be 
used to by now, with her using buffs, but she also has Star spells. 


Near the boss will be another Sage, as well as a Space Knight. The latter has a 30% 
boost to the three basic elements and has access up to the Giga-tier of those spells. 
The Sage has access to the Tera-tier of Ice and Star, with a 20% boost to them, as 
well as Magic Conversion, making her slightly more powerful. As for the boss, he has 
the typical Chimera Evilities (Lock Eyes, Day of Calamity and Reduction Curse), but he 
also has Tera lce/Wind/Fire and the 30% increase Evilities associated with them. 


The two enemies closest to the Base Panel have a bow as their subweapon (left). 
Be mindful of the ranged artillery at the top of the map (right). 


Toto Bunny Carnage Stage 


The first set of enemies you'll encounter are the three Agni near your Base Panel. 
Remember that all of their skills are fire-based and two of them have the Physical 
Boost Evility. If your characters are weak to fire, you want to take out the middle Agni 
first, since it has Attack Weakness, giving it more damage to those fire attacks. As long 
as you don't allow the Shadow Master behind you, you'll be fine with him. 


The Behemoth is nothing special (does have Physical Boost) and the Mother Brain will 
pretty much buff her allies. The one problem with this stage is that the boss is fairly 
close to you in the beginning, and the boss is a Nine-Tailed Fox. In front of her are two 
Horsemen and to the side is a Sage. The latter has a similar setup to the previous 


Horsemen and to the side is a Sage. The latter has a similar setup to the previous 
map, with Star Break and Magic Conversion, while the Horsemen are just tanks (limit 
their movements). 


Despite the look of things, the Black Puddings actually do not Magichange with the 
Wrestlers, meaning you'll have to worry about them and their poisoning skills, as well 
as not ending up next to them at the end of the turn. That also means that you need to 
keep an eye on the Wrestlers, in case they decide to use their lifting skill. The Rabbits 
are nothing special, but will get at least a 25% boost to their ATK and SPD, due to 
Hidden Valley. If you can‚ keep the Parthenocissus away from any other enemies, lest 
she buffs them with her Evilities. On the other side of the map, you have two Archers, 
a Skull, two Gunners and a Succubus. Of course, the Succubus is always annoying 
because of Charm, and the Skull is always a big damage dealer because of his 
Evilities. 


Toto Bunny Castle Carnage Stage 


This can prove to be a very challenging map, as the Wrestlers are out of reach (unless 
you have very high jump) and will toss down the Prinnies, causing massive damage. 
They each have around 60 million HP, so you'll be dealt 30 million of that as damage 
for each one that is tossed at you. To make matters worse, the Maids and Pirates will 
simultaneously attack, posing an even bigger challenge. Hopefully, you've been 
keeping up with the CD Elixir Curry to boost your HP up real high to survive these 
blasts, as it will take a lot to make it past the initial stages of this map. However, there 
is a single Evility that negates the whole Prinny attack, which is Evade Danger (under 
Thief), so it would be extremely beneficial for you to equip it for just this map. 


Outside of the whole Prinny situation, the Wrestlers are still annoying if they decide to 
use their lifting skill, as it takes the character out of the action, although a character 
equipped with Heavy Stance is not able to be lifted. The Maids and Thief aren't 
anything special and the Pirates are designed to deal more/take less damage the 
further you are from them. 


The Eratos are ice specialists, with two having an Evility that reduces your water 
resistance by 15% each and the other three boosting their ice-elemental damage by 
40%. The Chimera Boss is the typical one you've probably run into a lot, with Evil Eye 
reducing your stats and Day of Calamity having a chance to deathblow depending on 
the number of ailments inflicted on your characters. Note that both his physical and 
maaical attacks aet a haast as well as his Star snells of which he access ta the fill 


the number of ailments inflicted on your characters. Note that both his physical and 
magical attacks get a boost, as well as his Star spells, of which he access to the full 
range of them. 


Fortress de Gaulle Carnage Stage 


Hopefully you have some high resistances, since there are four enemies with Kill With 
(Elemental) Evilities on this map, two of which are luckily right in front of you at the 
beginning (the two Behemoths). So, they should be your first targets and you should 
try to take them out on the first turn, due to the Diamond Knights near the top going 
into defensive mode as soon they as they can. Besides the two Behemoths, there are 
two Bastets and an Agni near your Base Panel, neither of which are particularly 
threatening, despite the former having Physical Boost. 


Behind them, you will have a White Fox pegging you with Star spells, a Zombie with 
the annoying Regeneration Evility, a Thief that's immune to water skills, and two Imps 
that carry the final two Kill With Evilities (and gain a bonus to their stats from having no 
one adjacent to them). The next wave carries the troublesome Mothman, who should 
be taken out as quickly as possible to avoid being poisoned, as well as a Sage that 
has access to all four Tera spells, and a 100% boost in damage if she targets one 
character (Concentration). 


The one Behemoth has an Evility that lowers everyone's wind resistance (left). Yep, 
there's another annoying Diamond Knight on this map (right). 


The two Lady Samurai behind them aren't too bad, but one has Euthanasia, so keep 
your HP above 25% and the other has Head-to-Head, so turn your character around 
to make them face away from her. You already know what to expect from the Battle 
Masters and Space Knights, who have nothing special, as well as the Diamond 
Knights (who are probably already dead from defending). Save the boss for last, to 
avoid getting your DEF debuffed upon its defeat. The entourage behind the boss 


avoid getting your DEF debuffed upon its defeat. The entourage behind the boss 
consists of four Maids (nothing special), a Saint (buffer) and a Sage, who is probably 
the biggest problem out of them, but not as bad as the other Sage on this map. 


Flowerful Carnage Stage 


One of the first things you want to do is get your Bonus Gauge to level 1 and summon 
your own Netherworld to get rid of the Netherworld Effect on this stage, which 
decreases everyone's wind resistance by 50%. As a threshold, enemy stats are 
starting to creep above 10 million starting with this stage, so if you've been having 
trouble, go back to the What's Next? section for details on how to make your 
characters stronger. Out of the first set of enemies you will encounter on this stage, the 
most dangerous is definitely the Unknown, due to its ailment-inflicting skills and 
Spreading Miasma making it easier for the ailments to stick. There will be two more 
Mothmen not far behind the first one, so keep a lookout for them. 


The Rabbits on this stage can be quite dangerous, especially if your SPD is lower than 
theirs since they have a 30% chance to deathblow your characters if it is It doesn't 
help that they get a 100% boost to both ATK and SPD, thanks to Hidden Valley, so you 
can try to lure them to a lower area first to get those stats down further. As long as you 
try to keep the Parthenocissus’ away from other enemies, you don't have to worry 
about their Evilities buffing them. 


Succubi are always a problem because of Charm and one gets a 30% boost from the 
male units on this map, although you likely will thin out those numbers by the time you 
get to her. The other one can Charm characters adjacent to her at the end of the turn, 
so that one is definitely more dangerous, although they tend to stay away from you 
and hit you with spells. The three Nine-Tailed Foxes at the top, including the boss, 
don't have much, although the boss does have Magical Boost. 


Gorgeous Carnage Stage 


As you can see when you enter the map, your Base Panel is surrounded by a lot of 
enemies (the Dark Paladins and lower from the table above). The ones that stand out 
as being troublesome from the entire bunch are of course, the Diamond Knight (due to 
their defending), the Rabbit (in case your SPD is lower than theirs), the Bastet 
(because of Vendetta), the Space Knight, the Shadow Orc (because of Mass Psyche), 
the Azazel, and the Blade Master. Sitting behind them, on each of the stairs, will be a 
single Erato, with a big boost for their ice spells thanks to Icic-Hell Blessing. 


single Erato, with a big boost tor their ice spells thanks to Icic-Hell Blessing. 
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The Base Panel is surrounded by a bunch of enemies (left), including yet another 
Diamond Knight (right), who should be your first target. 


The Chimeras are the only enemies on the map that provide a negative effect to your 
characters, which is the usual 5% stat decrease thanks to Evil Eye, plus they also have 
the ailment Deathblow chance Evility. The Parthenocissus enemies will Magichange 
with the Thieves on the first enemy turn, granting the Thieves the Sweet Aroma Evility, 
but the others are lost, so there's nothing to worry about there. 


Three of the four Twin Dragons will have Hypered, meaning they will always be giants 
(their moveset is limited, though). One has Double Attack, meaning their damage will 
increase if they attack the same character on a subsequent turn. They only have one 
water-elemental skill, but another has Icic-Hell Blessing, as well as Auto Recovery. The 
boss has a boost to both physical and magical attacks, as well as Imperial Wrath (you 
hit them with a critical and their next attack is 100% more powerful) and Icic-Hell 
Blessing. 


Outer Dark Demise Carnage Stage 


The first two enemies you will fight with are the God Busters, who have one extra 
range on their normal attacks and combined with Physical Boost and No-miss 
Counter, they can be annoying for melee characters. Behind them is a Diamond 
Knight, who will have some extra firepower thanks to the Agni Magichanging with her 
on the first turn. You should be used to the Knights by now and know the dangers of 
leaving them alive longer than they should be, so hopefully you can take her out on 
your first turn. The Liliths will likely sit back and hit you with Tera-level spells, but be 
wary of their Charm abilities, too. The Twin Dragon near them is equipped with 


wary or tneir Charm apilrties, too. Ine twin Dragon near tnem is equipped writn 
Hypered, making it always be giant, but it's not too bad since its moveset is limited to 
one skill. 


One of the Shadow Masters has Bad Trip, making him more deadly than usual if he 
manages to inflict you with an ailment. The Mother Brains will likely do their usual 
buffing, which can be problematic since their buff spells are pretty good. The Odins 
are nothing but beefy tanks, although two of them have Physical Boost equipped. The 
Sages will have extra firepower help from the Eratos, who Magichange with them on 
the first turn (Lovely Song is more of an overall nuisance than anything helpful for the 
Sage herself). None of the other enemies are anything too special, although the Boss 
is a Chimera, meaning that you have to contend with your stats being lowered by 5%, 
plus it reduces your dodging by 20%, has 20% boost to all elements and access to all 
Tera-level spells. 


Evil God of Tyranny 


This is the final battle in the Carnage quest line and has you facing off against a very 
powerful foe. Carnage Void Dark (as he's commonly called) has around 50 million in all 
of his stats, and roughly 3 billion HP. He's surrounded by a bunch of enemies that have 
stats ranging from 25-35 million each, but the catch is that they don't even really 
matter, as the battle will end upon defeating Void. It's very possible to defeat him with 
stats around 40 million, so you don't need to do too much else than what's described 
in the What's Next? section. Note that you will want the four characters with Evil Eye 
and Angel Song for this battle, one of which is a Professor with a maxed out buff 
(Braveheart for physical and Magic Boost for magic). 


To start off the battle, place a throwaway character on the middle panel on the first 
‘step" leading down. This will lure Void into coming near your Base Panel on his 
second turn, without you having to worry about the other enemies interfering. Once 
Void is near your base, it's time to bring out your characters. Start by surrounding the 
base panel with the four characters with Angel Song/Evil Eye. If one of them isn't a 
Professor, bring her out and place her somewhere; do the same thing with a Maid 
(insurance in case you don't kill him) for an extra turn with Afternoon Tea. 


Place a character as shown in the screenshot on the left to lure Carnage Dark away 
from the others. Once you're set up, let it rip to hopefully kill him before he acts 


(right). 


With the base deployment of 10, you should have five characters out on the field, and 
one more dead, leaving at the most four left. Bring out Archers and have them all 
attack Void to build up the combo so your main attacker gets a boost to their own 
damage. If you don't kill him on the first turn, then use Afternoon Tea on your attacker 
and try again (without the Archers this time). You can also bump up the deployment 
count by passing the All-Out Attack bill in the Dark Assembly, allowing you to bring out 
20 total characters. 


Note: Defeating Carnage Void will unlock three different things, with the main one 
being the final Unique Evility slot for the character who delivered the final blow. The 
second thing will be the Dimensional Devastation trophy and the last is the More 
Carnage Gear option on the second page of the Cheat Shop. This makes enemies 
in the Carnage Item World have more equipment. 


Extra Maps 


These maps are the ones that show up after accepting the appropriate Quest and will 
end up forcing a Generic Overlord into joining your team. Note that these Overlords 
are the same as their respective counterparts, except each of them has an Overload 
skill. Note that once you finish the maps, they will disappear from your list and cannot 
be played again. 


The maps are unlocked at the following points: 
e Overlord of Revenge (Episode 3) 

e Mushroom King (Episode 5) 

e The Dragon Overlord (Episode 7) 

e Prideful King (Episode 13) 

Overlord of Revenge 


Lv. 15 Logan Catcher's Mitt, Festival Clothes, Power Belt, Pro Tosser, Power 


Kung-Fu Muscle Throw 
Lv. 10 Fury Bardiche, Cotton Bandana Fury, Grappler 
Fatalist 
Lv. 12 Fury Bardiche, Cotton Bandana Fury, Grappler 
Fatalist 
Lv. 10 Warrior Guillotine Axe, Cotton Bandana Wild Cry, Power 
(x2) Axe 
Lv. 12 Fight Forehead Flicker, Cotton Bandana Fury, Blasting Fist 
Artist (X2) 


This is definitely a step up from the third episode maps, with Logan being level 15 and 
possibly strong for your party. While getting Logan on your team is a good idea, since 
he is a Wrestler and you don't have access to those until later, don't feel bad if you 
postpone the battle until you're around the same level as him. Of the three generic 
units on the map. the two Fiaht Artists are prohablv the most threatenina. due to their 


units on the map, the two Fight Artists are probably the most threatening, due to their 
Blasting Fist Evility, which will knock your DEF down by 10% if they hit you. However, 
they are right next to Logan and you probably want to save him for last, so go after the 
other two sets first. If you can quickly take the two sets out, then you can concentrate 
on Logan and the other two enemies. Logan's Overload Skill allows him to throw 2 
panels further, which doesn't really matter in this battle. 


Mushroom King 


Lv. 25 Erynder Medal of Evil, Camo-Clothes, Shroom Power, Bad Trip, Listless 


Z Glasses Spores 

Lv. 20 Matango Eerie Medal, Top Hat Shroom Power, Mushroom 

(x4) Doping 

Lv. 18 Eryngi Eerie Medal, Top Hat Shroom Power, Listless Spores 
(2) 


Erynder Z can be quite a problem, as he is level 25 and probably a bit high for your 
party, unless you've been powerleveling. One thing you do not want in this battle is 
Erynder Z or the Eryngi to attack normally, since their Evilities have a chance to inflict 
Weaken if they do attack that way (and Poison, Sleep and Paralysis in the case of 
Erynder Z). Weaken combined with the Shrooms' main Evility can cause a lot of 
problems for female melee units, so try to use ranged attacks with that gender if you 
have them. Just take your time and don't get too anxious, going after the enemies too 
soon. Also, don't forget that the random mushrooms that pop up during the battle can 
actually be beneficial if you throw them near the enemies, so don't forget them. 


Erynder Z is definitely the biggest problem in this battle (left). The normal Shrooms 
are weak to fire (right). 


The Dragon Overlord 


Equipment Evility 


Lv. 35 Dragon Delinguency Medal, Mascot Twin Heads, Dragon Treasure, 
Overlord Costume, Feather Token Cold Blessing 

Lv. 30 Chunin _Parazonium, Mascot Costume, Mirage, Feint 

(x3) Ninja Tabi 


Lv. 30 Mythic Medal of Oblivion, Mascot Costume Good Fortune, Fire Blessing 
Fox 


Lv. 30 Mythic Medal of Oblivion, Mascot Costume Good Fortune 
Fox 


Lv. 30 Mythic Medal of Oblivion, Mascot Costume Good Fortune, Cold Blessing 
Fox 


Lv. 30 Chunin Red Beast, Mascot Costume, Ninja Mirage, Gale Blessing 
Tabi 


Lv. 25 Exorcist Venom Fang Bow, Round Shield Bushido, Power Shot 
(x2) 


Lv. 25 Exorcist Parazonium, Round Shield Bushido, Mind's Eye, Gear 
Repair 


On the enemy's first turn, the middle Mythic Fox (the one with just Good Fortune) will 
Magichange with the Chunin right in front of her, giving him Good Fortune and 


boosting his stats a tiny bit. Unless you boost the Bonus Gauge a lot, then this 
shouldn't be too much of a worry and can be dismissed. For now, focus on the three 
Exorcists, two of which are carrying bows. If you group your characters up, then they 
won't resort to using regular attacks and use their bow skills instead, likely doing less 
damage, plus you will negate the bonus damage from Bushido. The Chunin with the 
Magichanged fox knows Wind, which is enhanced with Gale Blessing (20% increase in 
damage), as well as a few ailment skills. 


The other two Foxes only have a 10% boost to the elemental spell they can use. The 
three Chunin near Drumdawn only have Feint as an extra Evility, which cancels out 
your counterattack, but you should be attacking them from a distance anyway to avoid 
their Unique Evility. As for Drumdawn himself, he is a Twin Dragon and can attack 
twice in the same round if he doesn't move. He also gets a 20% equipment bonus 
because of the Feather Token that is equipped, so if you have a Thief that can steal it, 
do that. Cold Blessing gives him a 10% boost to water elemental skills, in which he 
only has one, Frosty Breeze 


Prideful King 

Lv. 70 De Gaulle Pegasus Hoof, Chain Mail, Rage Charge, Power of Bowls 

Overlord Fight Muscle 

Lv. 65 Thunder Bird, Iron Mask Immortal Body, Motor Gang, 

Scharfrichter (x2) Shield Dash 

Lv. 65 Shaytan Thunder Bird, Iron Mask Anti-Element, Crush 

Lv. 65 Reshep (x2) Enthusiastic Medal, lron Mask, Evil Eye, Reduction Curse, 
Astral Orb Lock Eyes 

Lv. 65 Orc Master Thunder Bird, Iron Mask Group Strategy, Mass Psyche 

3) 


Lv. 65 Spandule Enthusiastic Medal, lron Mask _Bullying, Motor Gang 
(3) 


One of the main ideas for this stage is that the enemies benefit from each other for just 
being there. The Orcs have Mass Psyche, which gives them a 3% stat boost for every 
other enemy on the map, plus another 5% for each enemy that's within 2 panels of 


other enemy on the map, plus another 5% for each enemy that's within 2 panels of 
them (Group Strategy). The Horsemen and Imps are equipped with Motor Gang, giving 
them a 5% stat boost for every Orc, Horseman and Imp on the map. Naturally, as you 
defeat the enemies, the above will get weaker to the point that they are really nothing 
special. Now, there's a Netherworld Effect for this map, which will hit a random 
character (or more) for damage, so once you get the Bonus Gauge to level 1, it might 
be a good idea to summon your own Netherworld to get rid of it, even if you don't 
have an effect equipped. 


The Orcs should definitely be the first enemies you kill, not because of Mass Psyche, 
but because Goddess of Orc is a skill that can charm your own characters, making 
them attack your other characters. At the start, it might be wiser to go towards the 
Imps, as this will limit the number of enemies who can hit you on the first round. Note 
that the Shaytan and two Reshep will come after you, though, so keep that in mind for 
your second turn, where you probably want to get rid of the Resheps because of Evil 
Eye lowering your stats and Lock Eyes reducing your evasion. 


Use skills that hit more than one enemy to whittle down their HP (left). It might be a 
wise idea to summon your Netherworld to get rid of the effect here (right). 


The Horsemen get a decrease in damage the more panels they move (up to a max of 
30%), so try to get right underneath where they will drop to minimize this. Brave has 
Power of Bowls, giving him a 5% stat boost for every empty Evility slot he has, which 
is 7 in this case. You also do not want him to get his Overload skill off, since it makes 
him immune to all attacks for three turns, but luckily he can't move, so if it does, move 
away from him until it wears off. 


Martial Training 


The Martial Training maps are a series of battles that will have their true potential 
unlocked after completing them once. When you return to a previously cleared map, 
you will notice that the enemies (sometimes new) will be standing on Geo Panels that 
usually give more EXP and Mana. They will all appears as bills that you must pass in 
the Dark Assembly, with the first map unlocking at the beginning of Episode 8. 


The following are when the bills for each of the five maps are unlocked: 


e Episode 8 (First Trial) 
e Episode 11 (Second Trial) 

e Episode 15 (Third Trial) 

e Finish main story (Fourth Trial) 

e Clear Possessed By Heart (Final Trial) 


First Trial (First Visit) 


The first map is pretty simple (or extremely challenging), depending on if you've been 
using any of the previous leveling methods outlined in this quide. There are only three 
level 81 enemies, all of whom are standing on Geo Panels granting the ATK +50% 
effect. It's extremely beneficial for you to be using these, too, so plant as many 
characters as needed on them to attack the enemies. If you've barely scraped by with 
finishing the final battle of Episode 7, then it's probably in your best interests to wait a 
while or use one of the two more known maps in the story to level, should you really 
want to pursue in clearing this map. 


You will likely want to be around level 70-80 on your first attempt here and be able to 
hit all of the enemies at once, if you can. They are weak to water and the cross-shaped 
pattern is the first one for magic skills that can hit them all. Other skills include Victory 
Bullet (will have to toss a character above them), Two-Handed Draw (Seraphina), 
Purgatory Palm, Hellfire Shot (Killia), and Vacuum Slice X, just to name a few. 


First Trial (Second Visit) 


Upon returning to this map, you will find that the three Humbabas are now sitting on 
an additional EXP +100% effect. If you had trouble clearing the map the first time, then 
it's probably a good idea to do it a few more times to up your characters' levels to a 


it's probably a good idea to do it a few more times to up your characters' levels to a 
point where it becomes easier. However, the true shine of this map comes from upping 
the enemy strength by 1 star, putting the enemies at level 99. As mentioned in 
Rustling Bacteria (Episode 4), level 99 enemies give the same amount of experience 
as roughly level 320 or so enemies, so your levels will skyrocket when you kill the 
enemies here. 


ENE 


Level 99 enemies will give as much experience as level 320 enemies (left). Skills 
such as Vacuum Slice X can hit all of the enemies at once (right). 


Depending on whether you have a full stack of Statistician innocents or not (caps at 
900; likely won't be the case so don't worry about them unless you're in the 
postgame), you'll find that the leveling will start to slow down at around level 200-300. 
That's definitely more than enough to finish the main story and if you're doing this as 
soon as it unlocks, the equipment from the Bonus Gauge is a great help over the best 
items you can purchase from the store. You could always get one piece of equipment 
from the stage, then dive into its Item World to get more. 


Second Trial 


All of the enemies are standing on panels (in a nice heart shape) that give them the 
Enemy Boost +50% effect, meaning they are stronger than their face value. In terms of 
the more dangerous ones, the Thalias and Pharbitis enemies have Evilities that either 
increase the enemies! stats (Thalia) or can heal enemies that are next to them 
(Pharbitis). Thus, they should be the first two sets of enemies you take out. The 
Succubi are also dangerous because they have skills that can charm your own 
characters, which can be devastating if they are your strong characters. 


Upon visiting this stage for a second time, you will find that all of the above enemies 
are gone and have been replaced with eight Middleweights, in the same pattern as 
the enemies before them. The Geo Effect from before is also gone, being replaced by 
one EXP +50%, one Mana +50% and one ATK +50%. Despite what you may think, the 
First Trial is still better for leveling up, since the level 99 EXP glitch has the enemies 
giving off the same experience as roughly a level 320 enemy. There are eight enemies 
here, though, and only three in the First Trial, but those eight enemies cannot be killed 
in one attack with a single character. 


Third Trial 


That Enemy Turbo effect can be particularly nasty on this map, considering your 
characters aren't too high to begin with. For example, a level 550 Lady Samurai with 
around 12K attack only deals around one-third of the Fungi's health with Rising 
Heavens. That doesn't necessarily mean you need to have a much stronger character 
than that, as you have up to 10 characters to deploy to fight. 


If your character can do as much damage as described above, then you can create 
Good-for-Nothing Archers, equip them with a bow and some shoes, then have them 
all attack before your character. Not only is this a great way to build up the Bonus 
Gauge, but the combo will also help in dealing more damage with your main attacker. 
Macho Splendor, the other Evility, also makes female characters deal less damage, so 
that can also factor into the equation. 


On subsequent visits to this map, you will still be fighting the same six Shrooms, but 
they will now be standing on EXP +100% and Mana +50% panels. Also, their Macho 
Splendor Evility is gone, so they are much easier to kill. However, being only level 200, 
they are not going to give out as much experience, individually, as the 


Fourth Trial (First Visit) 


This map is pretty simple the first time you do it, as the Ruby Knights will simply guard 
the entire time (until they seem to get to a certain HP threshold), but it can be quite 
challenging. Every time you attack the Knights, they will counter while defending, 
thanks to Swift Stance. This can happen up to 20 times in a turn and considering 
they're all equipped with bows, they have a pretty good range, plus they are all 
standing on Enemy Boost +50% panels. To add to it even further, you are trapped in 
the small area with the enemies, since there are No Entry panels surrounding the main 
area, so you can't cheese it by being out of their range, for the most part. That range is 
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area, so you can't cheese mt by being out or tneir range, tor tne most part. Inat range Is 
set at 5 and if you have any mage that can attack from outside that range, they can do 
so without worrying about counters. 


As mentioned above, it seems the Knights will go on the offensive and stop guarding 
once they reach around 50% HP or so. Should you not be able to defeat them before 
this happens, things get a lot more complicated. The Knights that are still defending 
will jump in to take the attack of the ones not defending, so it might be better to 
concentrate on the ones defending. The only catch to this is that they are free to use 
skills when they are in attack mode, so it's possible for them to hit multiple characters 
with one attack, but the upside is that they aren't 100% going to counter your own 
attacks. 


Fourth Trial (Second Visit) 


On subsequent visits to this map, you will find that there are 9 Lv. 300 Bears sitting in 
a nice 3x3 pattern on EXP +100% and Mana 100% panels. This makes it the premier 
leveling map until you unlock the Final Trial, and one of the better maps for capturing 
enemies until you unlock the Carnage Dimension. Since the Bears can't leave the Geo 
Panels with the awesome effects because of the No Entry panels surrounding them, 
you don't have to worry about losing the extra experience and mana. 


The 3x3 set up of Bears is one of the best maps for leveling (left). If a character 
doesn't have a 3x3 skill, don't forget some monster units get them when they 
Magichange (right). 


Final Trial (First Visit) 


You have four normal level 400 Slusts and one giant level 400 one, all standing on 
Enemy Tube x3 panels that also have the Super Encroach effect. This means that 
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Enemy Turbo x3 panels that also have the Super Encroach effect. This means that 
after every turn is finished, the panels will spread throughout the map until it's 
completely filled. The Attack Weakness Evility that the regular ones have will increase 
the damage taken by your characters by 50% if they target a negative resistance, but 
they only have fire skills, so try not to use anyone that has a weakness to fire. 


There is a trick to this battle, that makes it simpler, requiring you to destroy the Geo 
Symbols. You can do this with a spell, throwing a character right below the tower 
where the symbols are location. This character needs to be powerful enough to 
destroy it in one shot, as the Slusts probably won't give you another chance (unless 
you have another character). However, an even easier way is to have a character who 
can throw to a height of 48, which can be done by running Logan through Chara World 
twice (on Demon difficulty) and upgrading his Throw both times. Now, you can toss 
someone onto the tower with the symbols, where that character will be safe from the 
Slusts, as they can't reach him/her. If this character can damage them (will likely need 
spells), then you can finish the level that way. 


Final Trial (Second Visit) 


On subsequent visits to this map, you will find five Lucky Boards (two Skill, two 
Weapon and one EXP that's a giant) sitting on EXP +100%. Despite the appearances, 
itis a better map for experience than Fourth Trial, but not as good for Mana and you 
can't capture the Lucky Boards. The thing to note about them is that you can't whittle 
down their HP like normal mobs, as all damage that isn't equal to or greater than their 
max HP is nullified. 


One way to get more damage is by comboing with Archers, as their Support Attack 
Evility allows them to perform a regular attack if they are in range when an ally 
performs an attack. They don't even have to do damage and with around 6-7 Archers, 
the combo should be reaching in the 20s, letting the character who attacks after to get 
nice damage boost. 


Challenge Stages (1) 


Of the 16 main areas from the story, 10 of them will have challenge maps that will 
require more than just a strong character. These will all unlock after completing the 
main story and are all accessed from quests at the Quest Shop. Clearing each one will 
reward you with a Legendary piece of normal equipment. 


Blood Parch Challenge Stage 


The first challenge stage presents you with an interesting puzzle. There is only one 
enemy you have to defeat, but it's at the opposite end of the map, with a lot of 
Absolute Area panels in between. Absolute Area is an effect that is three-in-one; it acts 
as No Entry, No Lifting and Invincible. First and foremost, ignore the Lucky Boards 
already on the map, as they are just there to distract you from the main target. If you 
look at the enemy, you will notice it is standing on a panel with the Disperse Damage 
effect, which means that there's another one on the map. Look near your base and 
you will see it, as well as a portal that will shoot out an enemy (Lucky Board) on each 
turn that will always rest on the panel with the Disperse Damage effect. 


The Lucky Boards coming out of the portal will stand on the DisperseDamage tile 
near your base (left). Deal enough damage to them to kill the Slust at the top (right). 


The catch is that there will only be three enemies coming out of the portal and they 
start at level 50, with each one that follows being 50 levels higher than the previous 
one. The second thing you need to be aware of is that their HP total doesn't equal or 
exceed that of the Slust that is at the top of the map, so defeat the three Lucky Boards 
and you'll have to retry the battle from the beginning. So, that means you'll need to 
have some powerful characters that can deal at least 17/k or so total damage per 
Lucky Board. It's also possible to cheese this if you have a Witch or Skull with a high- 


Lucky Board. It's also possible to cheese this it you have a Witch or Skull with a high- 
level (from using it; not from using Mana at the Skill NPC) elemental spell and the 
Expand Evility. With this, you should be able to hit the Slust (using the diagonal 
pattern) when moving as close as possible. 


Spirit Interment Challenge Stage 


A highly annoying stage and one | recommend having a high-level character to clear it, 
who is equipped with Poison Vaccine. When you begin, you will only be able to bring 
out a single character, who can't step off of the Base Panel, due to it being surrounded 
by No Entry panels. As soon as the enemy's turn begins, the No Entry symbol will 
move onto the green panel. The annoying part about this stage is that you can't harm 
any of the enemies, since they will always be resting on Mighty Enemy panels, making 
them invincible. 


To make matters worse, when the Wights defend, you can't enter within 2 spaces of 
them, because of Hold the Line. Your goal is to put up with the attacks and move to 
the end of the stage to destroy the Mighty Enemy symbol on the red panel. You do this 
by moving in front of each zombie and enticing them to attack you, which will make it 
so you can lift them to toss them out of the way. Once it is gone, just beat them up to 
finish. 


leic-Hell Challenge Stage 


This is a deceptively looking stage at first glance, but it's actually quite devious. There 
is only a single Prinny on the map, who is standing on a panel that grants him 
invincibility, as well as a No Lifting and Ally Lonely effect. The Prinny will move along a 
set path and on his third turn, he will rest on a space with the Game Over effect, 
making you lose. 


Before you start the stage, you want to equip a character (it doesn't matter who, but 
pick one who has a high base movement) with three Accelerators, which you can get 
from the Bonus Gauges from Martial Training 4 and 5. You can also place the 
character you're using outside of the Base Panel, then use the Professor's Medical 
Care skill to buff movement and jump. Once you can get next to the Prinny, wait until 
he's right next to the yellow block, then pick up him and toss him anywhere to finish 
the stage. 


Dragon Fang Challenge Stage 


This fight will basically boil down to a one-on-one fight with the Carnage Princess, 
since there is the Lonely effect pretty much on the whole map that isn't affected by the 
No Entry or Absolute Area panels. Depending on when you do this, it could be a 
challenge or a breeze. The Lady Samurai's unique Evility makes it so she deals more 
damage whenever she is attacking a single enemy, which is the case here. She'Il also 
get the added DEF +50% bonus from the Geo Effect, so she'Il take less damage than 
usual. As soon as you enter the area with her, the No Entry symbol will move onto a 
green panel, essentially locking you into the arena with the Carnage Princess. Two 
people enter the arena and only one will leave alive! 


Sandcano Challenge Stage 


That is not a typo in the table above, as there are truly 76 Hitmen on the map. All of 
them are level 120 and only have 1 HP, because of the Secret Recon Evility. In fact, 
they all have an insane movement stat, while you will be stuck at your Base Panel, 
which is surrounded by Absolute Area panels. If you have a high level character, then 
you can just sit there at your base and kill the Hitmen as they come to you. However, if 
you have a Sage with Land Decimator or any character with Izuna's Overload skill, 
Comet Disaster, can hit all of the enemies at once. Remember that there is a 
Netherworld Effect on this map, reducing your accuracy by 20%. 
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All of the Hitmen have 1 HP each (left), so a skill like Land Decimator that hits 
everyone is useful here (right). 


Challenge Stages (2) 


Dark Testament Challenge Stage 


When you first enter this map, you will see a Level 250 Lilith, with a bunch of 
miscellaneous enemies on Geo Panels behind her (no effect on them). All of these 
enemies are male, with the exception of the Flora Beast with the Gender Bender Evility 
(making her male), which will power up the Lilith due to Shame. In total, there's 31 
male units and each one adds 5% to the Lilith's stats, so she gets an increase of 
100% for her stats (would be 155%, but 100% is the cap). The other enemies are all 
low level, with the Lucky Board being the highest at 77. Concentrating on the Lilith first 
and defeating her will make the rest of the battle a snap. 


Scorching Flame Challenge Stage 


This is one of the more troublesome Challenge maps, as you are pressed for time 
because of the Geo Effects. There is the red Geo Panel area near your Base Panel, 
which has two Ally Damage 50% effects, meaning that one turn standing on that will 
kill any of your characters. To make matters worse, there is also a Super Encroach 
effect on the same panel color, so that Ally Damage 100% effect will extend more and 
more each turn, eventually filling the map. Of course, if it fills the map, then that also 
means the Absolute Area will fill the map, making it so you won't be able to move or 
kill anyone. To complicate things even more, there is a No Ranged effect in place to 
prevent you from hitting the Lethal Combatants with magic. 


To begin, you will want to have a Wrestler (or Logan) with nothing but shoes equipped. 
If you have access to Accelerators, equip three of them on him, giving him enough 
movement to reach the yellow Geo Symbols near your base. You can't destroy these, 
as it will set off a chain reaction that will fill the map with Absolute Area. Instead, you 
are going to pick up one of them and toss it onto the yellow area. When it's there, use 
another character to destroy it (yellow on yellow, so no color change). 


Do this one more time with the other Ally Damage symbol, then you can start making 
your way across the stage. You're going to need to throw characters past the Absolute 
Area panels, with the first one requiring three people, the second three more and the 
final set needing two people (you can destroy the Super Encroach symbol past the 
second set to stop the need for an emergency). Make sure they are strong enough to 
be able to defeat the enemies. 


be able to defeat the enemies. 


Ranged characters are not particularly useful on this map (left). Even more 
worrisome is the combined effects of Ally Damage and Super Encroach (right). 


Toto Bunny Castle Challenge Stage 


This map is divided into two areas, a low one and a high one, with you starting on the 
higher one. The lower area is covered in Mighty Enemy panels, with the two Eryndoms 
sitting down there. Enemies are invincible while receiving the Mighty Enemy effect, but 
you can't lift them thanks to their Heavy Stance Evility. The top area houses the four 
Eryngi, who are sitting right in front of an area covered with the Absolute Area effect. 
Defeat those enemies first, then grab someone who can attack from at least 6 panels 
away, like someone with elemental spells or a gun user who has their range enhanced 
by one. Destroy the Mighty Enemy symbol, which will clear the bottom area, allowing 
you to defeat the Eryndoms. 


Flowerful Challenge Stage 


You can only use one character for this because of the Lonely effect. This is more of a 
race than a battle, as there are two special panels sitting at the end, one with a Stage 
Clear effect and the other with a Game Over one. The Diabolos will be trying to get to 
the Game Over one, which he'll do shortly because of his 13 movement stat. There are 
a few ways to do this map, but one of the surefire ways is to get someone like 
Zeroken, who has a base movement of 6. 


Equip him with three Accelerators to boost his movement to 12. At the beginning of 
the battle, move him onto the playing field, close enough to the Base Panel, as you will 
be bringing out a Professor (the Base Panel is always a free space not affected by Geo 
Effects) who has the Medical Care buff, which boosts your movement by another 4. 


Effects) who has the Medical Care buff, which boosts your movement by another 4. 
Now, move as far as you can and you should be able to outrun the Diabolos to the 
Stage Clear panel. 


Gorgeous Challenge Stage 


This can be an annoying stage, because Wrestlers have that combo of skills, with the 
first one lifting your character (without them taking damage), followed by another skill 
that throws you away from them. There are four towers on this stage (5 Wrestlers on 
three and your Base Panel on the last), covered in Geo Panels, with no effects on them 
at the beginning. As soon as you end a turn off of your own tower (in the green area), 
then the No Entry symbol will move onto the red panel, basically blocking you off from 
retrieving any more characters. So, all of the characters you want to use in this battle 
should be brought out as soon as you can. This will also trigger the first set of 
Wrestlers to drop down into the bottom area. 


As soon as you go down to the bottom area (left), the Geo Symbol on the other side 
of the map will move onto the panel (right), making it so no one else can be brought 
out of your base. 


On the next two subsequent turns, the Ally Damage 50% symbols will move onto the 
green Geo Panels, essentially limiting the area in which you can fight to the middle 
section of the lower area. The other two sets of enemies will also drop down on the 
same turns as the Ally Damage symbols move onto the panels. Depending on the 
strength of your characters, this battle can prove to be quite challenging or not, since 
you want to ideally strike them down in one hit or combo, without giving them the 
chance to retaliate. If the enemies drop down and retain their "X* formation, a sword 
user with the Vacuum Slice X skill will hit them all, as well as certain formations for 
spell users (and 3x3 skills). 


spell users (ana sX5 SKIIIS). 


Celestial Hell 


The bill for this map (Fight the Super Overlord) will unlock upon clearing the main 
story and while you can pass it then, you will definitely not be able to clear it until 
much later. It is definitely one of the harder battles in the game, pitting you against the 
series staple superboss, Baal. You will want to wait until you have 40 million stats with 
no equipment, which you will do once you complete the majority of what's written in 
the What's Next section of the guide. 


So, what makes this battle so difficult? You are up against not just one single enemy, 
but four Baals, who have much tougher Ball Bits behind them. There are also 
additional enemies on the field, two each standing in front of the Baals. One of the first 
things you will notice is that they are all equipped with some nice stuff. Look as much 
as you want at it, because you won't be able to have any, simply because of the Theft 
Prevention Evility. 


Bring a character out of the Base Panel and you will face the first obstacle in this 
battle, which is getting hit for 20 million damage (and 2 million SP), thanks to the 
Baals' one Evility. That means you will want more HP than that and luckily, there is a 
very easy method to obtaining this goal, through the use of the Curry Shop. Hopefully, 
you went through Carnage items in the Item World and gotten some Elixirs from them, 
either from the shops in Innocent Town or from the Bonus Gauges. 


With a maxed out Alchemy Squad, you can place three Elixirs in the first three slots, 
then put 100 Thimbles into the final one. The latter will make it so you have 100% 
critical rate, since the Professional Innocent was changed to critical damage in this 
Disgaea entry. Your characters should have around 180 million HP with this setup, as a 
base. Note that you will also want three pairs of Carnage shoes for each character you 
bring into the battle, which you can get from the Bonus Gauge in either MT4 or 5. 


The Enemies 


Although the strategy you will use in this battle will finish it before the enemies get a 
chance, it still doesn't hurt to know what you're up against. The Ball Bits are immune 
to any damage until the Baal standing in front of them is killed. Each of the Bits 
represents an element and will have 99 resistance in their respective element, as well 
as having that resistance reflected onto their attack with Elemental Force. Their first 
Unique Evility (Destroyer) will reduce your character's resistance for that particular 
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Unique Evility (Destroyer) will reduce your character's resistance for that particular 
element to O and they also gain an additional 5 range for their skills, making it so they 
can pretty much hit most of the map. One last thing is that whoever delivers the killing 
blow on a Bit will get killed. 


That covers the Ball Bits, so let's move onto the Baals. Ultimate Force was already 
covered, since that's the Evility that hits you for the damage when you come out of the 
Base Panel (Mind Break is what damages your SP). The Baals also have an Overload 
skill, called Rakshasa Cataclysm, which will make them a giant for three turns and 
when combined with Ultimate Giant, their attack will increase by 200%. Add that to 
the Ultimate Scream Evility (25% increase in attack for each enemy you defeat) and 
you have some very dangerous foes. 


Three Carnage Elixirs in the Curry Shop (left) will give you enough HP to shrug off 
the 20 million damage you receive (right) when you bring a character out of your 
base. 


The Battle 


Now, you may be wondering how exactly you win this battle with so many things 
against you. There are quite a few ways, but one of the more popular methods utilizes 
the Squad Attack skill and either the Comet Disaster Overload skill or Usalia's 
Overload, Murmur of Rage. Combined with the correct Evilities and with enough 
stats, it's possible to clear the map using either of those Overloads mentioned above 
(Murmur of Rage is the stronger of the two). 


It's best to do this after clearing Evil God of Tyranny, as you'll have an extra Unique 
Evility slot (only needed on the main attacker) and pretty much all you need to 
complete this strategy. Also, make sure you have a full three sets of Carnage shoes for 


complete this strategy. Also, make sure you have a full three sets of Carnage shoes for 
all characters needed (only 5-6 characters needed, so 15-18 Carnage shoes). 
Remember that since you'll be using Squad Attack, place your Sage as the leader of 
the Foot Soldier Squad and fill every slot (max out the Squad). 


For Evilities, you will want the following on your Sage: Greedy Disposition, Assault 
Attack, Impact Charge, Violence, Purgatory, and Overlimit. You will also need 100 
Professionals on your Sage's weapon. For support characters, the four surrounding 
the Sage will only need Angel Song. You will also need a maxed out Magic Boost on a 
Professor (or someone who has their Unique Evility). When you are ready, you can 
start the battle. 
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Baal Fight Non-Carnage fight with Baal at O* using Squad Attack 


Begin the battle by bringing out your Sage and then putting her back into the Base 
Panel. Do this a total of five times to make Impact Charge give you 200% attack, then 
move your Sage (default camera) to the south, near the Ra stationed there. Bring out 
your support characters and have them surround your Sage, then cast Magic Boost on 
her. If she doesn't have a full Revenge Gauge, then you'll need to kill off some 
characters by bringing them in and out of the base. Once it's full, use Comet Disaster 


characters by bringing them in and out of the base. Once it's full, use Comet Disaster 
to kill everyone but the Bits. Move to the nearest one and use Squad Attack on it to kill 
all four Bits and clear the stage. 


Extras 


Every single item in the Disgaea universe has a random dungeon inside of it, which 
extends to this game. You will unlock the Item World near the end of Episode 3 and 
will actually be required to level a given item in order to progress through the story. 
Unlike previous games, the rarity doesn't affect how many floors an item has, so you 
can continually go through floors, as they are now infinite. However, there is an initial 
cap on an Item Level in this game, which is set at 500. Once you clear all of the 
Quests that involve the Carnage Dimension, you will be able to pass a bill in the Item 
Assembly to increase this cap by another 500, and do this until you reach the ultimate 
cap of level 9999. 


The Item World functions a little differently than in previous entries, as you can no 
longer level the item by just reaching the portal on each floor. The Bonus Gauge on 
every floor has an “item level” reward for ranks 1 and 9. If you exit a floor by using the 
portal, then the rank 1 reward will disappear (you get to keep any other items you got 
on the Bonus Gauge, though). To compensate for this, the normal enemies you 
encounter on every floor are weaker than enemies found elsewhere. All other enemies 
in the Item World will have normal stats (bosses, Netherworld invaders, etc). 


View bonuses vou wil gain tram this map. 


The layout for ltem World (left) is completely random. You have to clear the stage in 
order to level the item now (right). 


There is no limit to the number of floors you can explore, as it will keep going on and 
on. The enemies only ever grow stronger as you actually level the item you're currently 


on. The enemies only ever grow stronger as you actually level the item you're currently 
in, so if you keep skipping floors without defeating all of the enemies, then they will 
remain around the same level as when you entered. This is an extremely useful tip 
when you're farming for Innocents, as this will keep them at a low enough level for 
easy subduing. 


Item World NPCs 


You'll be encountering plenty of other things in the Item World than just enemies. 
Sometimes, you'll see little rabbit creatures holding signs. These are called Lucky 
Boards and depending on the sign they are holding, they will grant various bonuses 
related to that board (ex. a coin means that you'll gain extra HL from killing the Lucky 
Board). It should be noted that Lucky Boards have an Evility that basically cancels all 
damage that isn't greater than their max HP. 


Another NPC you'll come across as you venture through items is a bottle, which is 
called a Bottlemail. These things are usually a higher level than the enemies you are 
currently fighting, as well as having a lot of defense. Unlike Lucky Boards, you can 
whittle their HP down little by little until they are defeated, as you don't have to worry 
about one-shotting them to do damage. Your reward from Bottlemails usually include a 
scroll of some kind, either in the form of a skill or an Evility. 


The above two NPCs don't usually appear on their own, as there is a special NPC that 
has a chance to spawn them at the beginning of each floor (except for the multiples of 
10). This NPC is called Mr. Egg and will randomly show up from time to time, dropping 
either a Bottlemail or Lucky Board. However, there is one more thing Mr. Egg can drop, 
which is a very powerful enemy named Proto Darkdeath. This enemy will be a much 
higher level than you and with much higher stats, so you'll need to be careful. Note 
that killing him will boost your item's stats by a bit. 


Item Stats and Bosses 


On every floor that is a multiple of 10, you will encounter an Item Boss. On floors 
ending in 10, 20, 40, 50, 70 and 80, it will be an Item General. For floors ending in 30, 
60 and 90, it will be an Item King, while floors 100 will have an Item God. The first 
benefit that killing these Item Bosses will have is an increase in stats. Unlike previous 
games, using a Gency to exit the item after killing one and killing the boss again has 
no benefit, so there's no reason to do this. 


Mr. Egg (left) will randomly come by and drop off a NPC. Item Bosses (right) will 
always appear on every floor that's a multiple of 10. 


One stat that is present on every single item is something called Rarity, which can 
range from O to 100 (store bought items are always 0). Any Disgaea veteran will know 
about Common (0-24), Rare (25-49) and Legendary (50-99) items, which is nothing 
more than the Rarity being in a specific range. There is a new Rarity introduced in 
Disgaea 5, though, called Epic (100), which is only achievable by diving into the Item 
World. 


Rarity will increase the stats of an item according to the number itself, so a Rarity of 50 
will increase the stats by 50%. Matching Rarity is still in the game, meaning that if you 
have equipment that has the same kind of Rarity (Rare and higher), then you will get a 
stat bonus on them. Two matching items will grant a 10% increase and four items will 
grant a 30% increase. The numbers don't matter, as only the general Rarity does. 


How does one raise Rarity? Raising the Rarity number is tied to something called the 
Training Bonus, which can be raised in a few ways. The simplest method involves 
simply killing the Item Bosses, with Generals providing a bonus of 1, Kings a bonus of 
2 and Gods a bonus of 3 (Proto Darkdeath functions the same as an Item God in this 
case). You can also raise the Training Bonus by defeating all of the Invaders that can 
appear on any given floor. Also, you'll sometimes get into fights in a Mystery Room 
and if you win the fight, the Training Bonus will increase. 


One of the main draws of the Item World is the Innocents that reside in them. Think of 
these like buffs that can be applied to your equipment to boost your stats, among 
other things. You will likely find innocents on every single item you obtain, but note 
that those bought from the Pocket Netherworld's shops will NEVER contain innocents. 
Each innocent you find will have a value attached to it, which indicates how much of 
an effect they have. For example, you see a Gladiator 4 on a weapon, which indicates 
that you get an extra 4 points to attack when you have that innocent on a piece of 
equipment. 


Every innocent you find will be unsubdued, shown as a reddish-orange scary face on 
the item. As you delve into that item, you may run into the innocent on any given floor 
that isn't a multiple of 10, where the game will quickly show the innocent; it also has 
the word "Innocent" floating above its head. They are neutral (yellow HP bar) and 
unlike previous Disgaea games, the normal enemies will not attack them, so there is 
no need to hurry to them. However, they are still vulnerable to attacks from the enemy, 
should they happen to get in the way. Anyway, attacking and defeating the innocent 
yourself will subdue it, making two things happen. The innocent's value will now 
double (ex. Gladiator 4 would now become 8) and you will be able to combine them 
with the same type of innocent at the Innocent Shop in your Pocket Netherworld. 
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Innocents are always highlighted at the beginning of any floor (left). Subduing 
(killing) them will make their icon turn into a smiley face (right) on the item. 


Single Stat Innocents 


Dietician Increases HP 50,000 None 
Master Increases SP 50,000 None 
Gladiator Increases ATK 50,000 None 
Sentry Increases DEF 50,000 None 
Tutor Increases INT 50,000 None 
Physician Increases RES 50,000 None 
Marksman Increases HIT 50,000 None 
Coach Increases SPD 50,000 None 


Dual Stat Innocents 


These Innocents cannot be found in the wild and instead, need to be created using the 
Innocent Farm function. You will need to place one of each single-stat Innocent into 
the farm and simply go battle until it gives birth, with the result hopefully being the 
dual-stat Innocent you want. For example, to create a Hard Worker (ATK + INT), place 
one Gladiator and one Tutor in the farm and keep battling until they give birth. 


Muscleman Increases ATK + HP 50,000 None 
Hard Worker Increases ATK + INT 50,000 None 
Pugilist Increases ATK + HIT 50,000 None 
Sprinter Increases ATK + SPD 50,000 None 
Patient Increases DEF + RES 50,000 None 
Nerd Increases INT + SP 50,000 None 
Sniper Increases HIT + SPD 50,000 None 


Ailment Innocents 


Alchemist Inflict Poison status upon attack (1% per level) 100 100 
Amnesiac Inflict Amnesia status upon attack (1% per level) 100 100 
Charmer Inflict Charm status upon attack (1% per level) 100 100 
Drainer Inflict Weaken status upon attack (1% per level) 100 100 
Hypnotist Inflict Sleep status upon attack (1% per level) 100 100 
Shrinker Inflict Shrink status upon attack (1% per level) 100 100 
Witch Doctor Inflict Paralysis status upon attack (1% per level) 100 100 


Ailment Resistance Innocents 


Coffee Maker Increases Sleep resistance (1% per level) 100 100 
Expander Increases Shrink resistance (1% per level) 100 100 
Medicine Man Increases Paralysis resistance (1% per level) 100 100 
Pastor Increases Charm resistance (1% per level) 100 100 
Pharmacist Increases Poison resistance (1% per level) 100 100 
Psychologist Increases Amnesia resistance (1% per level) 100 100 
Toxicologist Increases Weaken resistance (1% per level) 100 100 


Other Resistance Innocents 


Aeronaut Increases Wind resistance (1% per level) 100 100 

Cryophile Increases Water resistance (1% per level) 100 100 

Firefighter Increases Fire resistance (1% per level) 100 100 

Archery Coach Increases resistance against Bow weapons 20 20 

Boxing Coach Increases resistance against Fist weapons 20 20 

Fencing Coach Increases resistance against Sword 20 20 
weapons 

Lumberjack Increases resistance against Axe weapons 20 20 

Coach 

Marksman Coach Increases resistance against Gun weapons 20 20 

Monster Trainer _ Increases resistance against Monster 20 20 
weapons 

Spear Teacher Increases resistance against Spear weapons 20 20 

Staff Twirler Increases resistance against Staff weapons 20 20 


Miscellaneous Innocents 


Broker 


Instructor 


Manager 


Mentor 
Professional 


Statistician 


Increases HL earned from killing enemies (1% per 
level) 


Increases Weapon Mastery experience (1% per 
level) 


Increases Mana earned from killing enemies (1% 
per level) 


Increases Special Skill experience (1% per level) 
Increases Critical damage dealt (1% per level) 


Increases EXP earned from killing enemies (1% per 
level) 


1900 


300 


1900 
100 
900 


1900 


1900 


1900 
100 
900 


Unique Innocents are just as their name suggests, Innocents that are unique and do 
not fit in with the regular ones that can be found throughout the Item World. They are 
shown as green icons on any particular item that has them. Unique Innocents cannot 
be found out in the wild and will either be obtained by either finding them already on 
weapons/armor, or you can get them onto an item by killing the Item God. For the 
latter, the Unique Innocent you get is completely random and takes up a slot just like 
any other Innocent. If you don't have an open slot, the Unique Innocent isn't lost, as 
you can go to the Item Assembly and see an option there for them. 


Items 
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Unique Innocents have a green icon when they are on an item (left). You can get 
more by killing Item Gods (right). 


The catch about Unique Innocents is that they cannot be moved from one item to 
another, so if you go the Item God route, then you'll be stuck with that Unique 
Innocent. There's a total of 51 Unique Innocents in the game, with five of them being 
truly unique, in that they can only be found on certain items. The other 46 can actually 
be acquired on a single item, by going through the Item World for that particular item 
and killing an ltem God a total of 46 times (meaning you need to go through 4600 
floors). The following lists will have the truly special ones listed first, then the remaining 
46 that can be gotten from the Item Gods. 


Unique Description Notes 
Innocent 


Blower Adds the Wind element to an attack. Various weapons 
Burner Adds the Fire element to an attack. Various weapons 
Freezer Adds the Water element to an attack. Various weapons 


Overclocker Unit's movement type becomes flying, Found on Axel Gear 
and increase Move. 


Revenge Start the stage with 20% of the Found on Rank 40 Nether 
Booster Revenge Gauge. Research weapons 


45 Degree Angler 
All Digger 
Ambusher 
Balanced Dieter 
Berry Picker 

Blood Pumper 
Boomerang Hunter 
Bug King 


Caregiver 


Recover your status when performing a normal attack. 
Increase damage by 30% when attacking from behind. 
Target of attack will not counter attack. 

All element and weapon resistances will be 0. 

Raises the chance of a Team Attack by 100%. 
Increase stats by 30% when HP is below 30%. 
Decrease chance of being the target of enemy attacks. 
Increase Throw Range by 1. 


Reduce damage from magic attacks by 20%. 


Cat Burglar 


Chalkboard 
Scraper 


Combo Maker 
Flyer 
Gourmet Chef 


Habitual Licker 


Homeopathic 
Healer 


Hostage 
Negotiator 


Howler 


30% chance to steal from defeated enemy. 


25% chance to inflict Weaken status with an attack. 


Boosts number of normal attacks by 1. 
Unit's movement type becomes flying. 


Recover 30% of HP when defeating an enemy with a normal 
attack. 


25% of damage inflicted by an attack is also inflicted to SP. 
After being attacked, reduce attackers ATK by 30% (3 turns). 


Increase chance defeated enemies will surrender by 30%. 


50% chance to inflict Paralysis status with an attack. 


Unique Description 
Innocent 


Incubator 


Indoor Fighter 
Joke Slapper 
Juicer 


Kinder 
Gardener 


Lover Therapist 
Mana Robber 
Mogul 

No.1 Man 


Increase chance Mr. Egg appears when defeating an enemy by 
5%. 


Increase all aptitudes by 20%. 
50% chance to inflict Amnesia status with an attack. 
Increase chance of being the target of enemy attacks. 


Decrease damage by 10%. 


25% chance to inflict Charm status with an attack. 
Increase Mana earned by 10% with a normal attack. 
Increase Bonus Gauge rate by 5%. 


Increase stats by 1% of adjacent ally units' stats. 


Pacifier 

Personal Trainer 
Punisher 
Rainbow Warrior 
Rubber 


Sand Thrower 


Secret Spice 
Chef 


Secret Trainer 
Slide Tackler 


25% chance to inflict Shrink status with an attack. 

Reverses the damage during a normal attack. 

Reduce target's HP by 1/3 with a normal attack from behind. 
Increase all elemental resistances, except star, by 50%. 


During a normal attack, cure target's status ailments and stat 
drops. 


Reduces target's HIT by 50% with a normal attack (3 turns). 


Randomly increase one stat by 10% when attacking (3 turns). 


Boost stat increase when leveling up by 10%. 


After attacking, decrease target's mobility by 1 (3 turns). 


Spear Fisherman 
Sumo Wrestler 
Sun Bather 
Sweet Tempter 


Tag Champion 


Town Crier 
Utilitarian 


Watermelon 
Smasher 


Watersport Athlete 


Wuss 


Recover 3% of HP when performing a normal attack. 
Increase the ATK of all ally monster units on the map by 10%. 
50% chance to inflict Sleep status with an attack. 

Recover 5% of your HP at the end of your turn. 


When attacking, enemy units will have 1 or more HP 
remaining. 


Increase counter attacks by 5. 
Recover 5% of your SP at the end of your turn. 


When attacking, +50% to damage and -50% to accuracy. 


Increase water element damage by 20% when attacking. 


Decrease physical attack damage by 20%. 


Mystery Rooms 


If you've played previous Disgaea games, you might recall that Mystery Rooms are 
extra rooms you can come upon while exploring the Item World. Unlike those games, 
where there were specific portals for Mystery Rooms, they are completely random and 
can appear after completing/skipping any floor in Disgaea 5. There doesn't seem to be 
any rooms locked to later floors, either, so you can encounter any of the floors as soon 
as you can. 


There are two things you can do to make sure you run into Mystery Rooms more often, 
the first of which is the Mystery Room Route from the item route NPC in Innocent 
Town on any floor that's a multiple of 10. The other thing you can do is put the 
Explorer Evility onto as many characters as you want (you get it from the Pirate class). 
Note that the characters who have Explorer equipped need to be on the map 
whenever you clear/skip the floor. 


Bank Mystery Room 


The only thing you'll see above spotting this room is a lone Archer, who is the banker. 
Talking to her the first time will force her to give you 5,000 HL. However, on 
subsequent attempts at talking to her, you might get more HL or she might spawn 
some enemies. These enemies are a lot stronger than she is and it's very likely that 
you won't be strong enough to kill them, unless you're in an item with a low Item Rank. 
It's best to just talk to the NPC to leave if you encounter this room. Note that despite a 
portal not showing up, there is still one below the cat NPC (it's invisible). 
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Both the Mystery Room route (left) and Explorer Evility (right) can increase the 
chances of finding Mystery Rooms. 


Born Fighter Mystery Room 


This is a simple room, with only a single enemy (completely random as to what it will 
be). Choose to “Bring it on!” to fight the enemy unit in a one-on-one fight, so make 
sure you have a strong enough character to be able to do this. 


Bottlemails Mystery Room 


You will find four Bottlemails in a row in the middle of the room, with a Lucky Board 
(without the board) standing near the bottom. To trigger the fight in this room, you 
need to alternate talking between the Lucky Board and the one Bottlemail on the left 
end (default camera angle). All five enemies will need to be defeated. 


Catsabers Mystery Room 


There will be a total of eight Catsabers standing in the middle of the area, one some 
Geo Panels. From where you first entered the room, talk to the middle Catsaber in the 
row closest to you a total of three times to trigger a battle. 


Celebrity Spa 


You should recognize the area as the poison pools from Episode 3, with there being a 
bunch of monster units standing around throughout it. There's nothing much to do 
here besides talk to the one Nether Noble to the left of where you begin twice to start 
a battle. 


Cheat Shop 


Yes, even the Item World itself has its own cheat shop. Note that you only get one 
opportunity to pick one of the choices, as exiting out of the conversation will lock you 
out for good for that Mystery Room. Bribe the Guardian makes it so there won't be 
any enemies standing on exit panels on floors, Boost Bonus Gauge will have the 
mentioned be filled for the next floor, Less/More Enemies sounds just like it says, as 
does Make the Item World Bigger/Smaller. Lure Invaders will make the 
aforementioned appear on the next floor, Increase Treasure will have a lot of chests 
appear on the next floor and lastly, Increase Innocents will make random Innocents 
appear on the following floor. 


Commuting Prinnies 


That is a lot of Prinnies.….96 to be exact, along with a Warrior and a Wrestler. The only 
thing to do in this room is to start a fight by first talking to the Wrestler and then the 
Warrior. It is definite that you will max out the Bonus Gauge in this battle, as the large 
number of enemies will take a while to defeat. 


Curry Shop 


Similar to a majority of the shops in the Item World, you only get one chance to shop 
before you're locked out of the menu. You can buy Curries here (the ones that 
replenish HP and MP in battle), with the Item Rank of the item determining what you 
can purchase. However, if you continue talking to the NPC after she has finished 
selling you goods, you can actually trigger a fight against her and the four Dragon 
Kings in the room. 


Duplication Mystery Room 


At first glance, this may look like nothing, but there's actually an Item God at the top of 
the very tall tower. In order to get to the top, you're going to need a character (any will 
do and doesn't have to be the one you're controlling) in the Life Support Squad 
(maxed) in order to reach the top. Once you do, you have the chance to have the Item 
God reproduce a copy of the item you're currently in, with the chances being slim in 
lower floors and higher as you accumulate more (10,000+ floors equal a 100% 
chance). Note that the reproduction doesn't take into account the levels for the item in 
your current run. 


your current run. 


That's certainly a lot of Prinnies (left). Climb to the top of the tower for a chance at 
duplicating the item you're currently inside (right). 


Fortune Teller 


Talking to the Fortune Teller will get her to tell you your fortune, which can either result 
in Bad Luck (-5 Item Levels), Normal Luck (+3 Item Levels), or Excellent Luck (+5 Item 
Levels). Note that if you keep talking to her after she's given you your fortune, a battle 
can commence. Doing this after a Bad Luck roll will result in the negative level fortune 
being removed (the good fortunes will always stay). 


Hot Springs 

Inspect the sign to get an option to go into the hot spring or not. Doing so can result in 
one of four options happening: HP fully recovers, SP fully recovers, HP is reduced by 
50%, and SP is reduced by 50%. There is no battle that can be started here and you 
can't actually go in the water. 

Item Worlder 

Talk to the Item Worlder to get her to sell you some special items, like Fillers, Divers 
and Gency Exits. Note that you only have one chance to purchase items, similar to 


other shops in the Item World. There is no fight here. 


Legendary Weapon Room 


This can be one of the more important rooms to encounter in the game, which houses 
a weapon sitting in the middle of a barrier in the center. Talking to the weapon under 
certain conditions will yield a Rank 40 weapon of the type that you're currently in 
(you'll get a Rank 40 Fist if you're in a Fist). However, there's a catch, as this is tied to 
your Weapon Mastery. To get the Rank 40 weapon in normal items, you need a WM of 
level 40+ on any character in your party (of the related weapon type of course), with it 
requiring a WM of 100 on a character for the Carnage equivalent. 


Lost Army 

There will be a bunch of Lost Army soldiers here and talking to pretty much any of 
them will start a battle. There's nothing really else that needs to be said about this 
Mystery Room. 


Lucky Boards Room 


If you speak to the Lucky Board to the right of the guide a few times, you will start a 
battle in this room. Other than that, there's nothing else that is special about this room. 


Be careful with the Fortune Teller (left), as it can delevel your item. If you fulfill the 
requirements, you can get a Rank 40 weapon from the Legendary Weapon room 
(right). 


Nushi's Mystery Room 


You will find a Bear on the opposite side of the room, from where you enter, as well as 
some other enemies. Talk to the Bear a few times to start a fight. This can be an 
annoying map because of the confusing paths, which you might remember from a 
story battle in the main narrative. 


story battle in the main narrative. 
Mr. Egg's Room 


Talk to Mr. Egg to be able to choose one of two options, to either have him appear on 
every floor for a total of five floors or ten floors. Note that like the shops in the Item 
World, exiting out of the menu will lock you from having another chance to talk to him. 


Not a Movie, Dood! 


Upon entering this room, you will normally find a large Twin Dragon and Dragon King 
about ready to fight, with a Prinny looking on near the guide. Talk to the Prinny a few 
times and you find out it's not really a movie scene, which triggers a battle. Note that 
there is a slight variation of this room, where both big enemies are replaced with a Baal 
and Proto Darkdeath, with both of them being more powerful than the normal 
monsters here. 


Pie Master 

If you talk to the Fight Mistress, she will give you a free Pie weapon. However, talk to 
the Witch a few times and a fight will commence, where you can actually steal another 
Pie weapon, should you choose to want to, that is equipped on the Fight Mistress. 
Princess Knight 

You will find an Armor Knight standing near the top part of the room, surrounded by 
some monsters. Talk to her a few times to begin a battle against all of the NPCs you 
see in the room. 

Scientist's Lab 

There will be a Professor in this room, along with five other characters. These 
characters are exact copies (completely random) of characters in your party, down to 
the stats and equipment. If you talk to the Professor twice, then a battle will start. 


Despite the temptation, you are not able to steal any of the equipment from the clones. 


Shopping Mall 


Coming into this room, you will find four NPCs and a bunch of trees. There is no fight 
here, so you are free to relax. The one in the middle of the room is the Hospital, so feel 
free to heal your characters. All of the others are shops, which are prone to the one- 
visit rule all others have in the Item World. The Archer sells equipment and items, the 
Nether Noble has Dark Assembly items, and the Magic Knight has Mana/EXP Potions. 


Be careful with the one variant of the Not a Movie room (left), as the enemies are 
tougher than normal. The Scientist's Lab room (right) can be a pain if your more 
powerful characters show up. 


Treasure Heaven 


There will be no enemies or fights in this room, but you will notice that there are a 
bunch of treasure chests. Out of all of the chests, four of them are green, which means 
they contain Legendary items. You will require the use of the triple jump, which is 
gotten by sticking any character into a maxed out Life Support Squad. 


Usamy Garden 

This will be yet another Mystery Room that exists solely for a battle. Talk to the Rabbit 
at the far end of the map a few times until he mentions about forcing you to eat carrots 
to actually start the battle. 

Zombie Thief 

Talk to the lone Zombie here a few times in order to bait him into attacking you, which 


means that a battle will start. Unlike the Arena, you can use more than one character in 
the battle. 


Maximizing the Item World 


One of the more important parts of the game, especially in the late endgame, is the 
need to power up your equipment. Note that this page will use the Carnage equivalent 
of the Trapezohedron as an example, since that is what most people who are doing 
this will use as their main piece of equipment. This is because it actually has stats for 
all of the attributes and is relatively the easiest piece of equipment to max out. Before 
starting, you need to procure one, which can be done by stealing it from the Item God 
2 of the Carnage Arcadia. 


However, finding an Arcadia can be a bit challenging, as there is no surefire way to get 
one without having to rely on some randomness. One way to do this is by diving into a 
high ranking item, either a Rank 38 or 39 (giving yourself a greater chance of one 
appearing). Of course, this might be a little challenging, as you're going to need an 
item of that rank. Luckily, you can manipulate things a bit, with the Eryngi Fluid Evility 
from the Shroom class. Go to a Carnage stage where you can take some damage 
(misses or O damage doesn't proc it) and keep going until you get a Carnage 
Mushroom Soup, which is Rank 39. 


Now that you have that out of the way and have gotten the Carnage Arcadia, go into it 
and level it up until you can trigger the appearance of the Item God 2 (level 80+). 
Hopefully you've done the necessary building of a character (40 million stats), as you 
will need it to steal the Trapezohedron. Don't forget that you can buff the stealing 
character's HIT and debuff the IG2's SPD to give yourself a greater chance at actually 
stealing the Trap. With the Trap in your possession, it's time to start increasing its 
strength. 


Finding an Arcadia can be quite annoying (left), but once you do, you will be able to 
steal a Trapezohedron from the Item God 2 (right). 


Leveling the Trapezohedron 


The first thing that should be said is that you cannot screw up leveling an item in 
Disgaea 5, unlike previous games in the series, since floors are endless and you can 
keep killing enemies. There are two important parts to leveling the Trap, the Kill Bonus 
and the Training Bonus. The former is gotten by simply killing things, with it increasing 
more as the enemy's stats are higher. The latter is gotten by killing all Invaders (should 
they appear), clearing any battle in a Mystery Room, and killing Item Bosses/Proto 
Darkdeath. 


The Sage is the best class in clearing the Item World, as Land Decimator will hit all 
enemies and if it's strong enough/with enough support, you should be able to clear 
most (if not all) of the enemies on any given floor. Most of what you need to do is 
already outlined in the What's Next? section; you want the Sage with 40 million stats, 
as well as the four support characters talked about there, as you will definitely need 
them. 


Note: It's a great idea to have a back-up character who has been trained as a 
single-target killer, such as a Magic Knight with anything that is designed to 
augment that single-target damage, like Bushido and Concentration. 


The next part is up to you and what you can handle, as everyone seems to take things 
differently. The ideal setup would be to set the Enemy Strength in the Cheat Shop to 
20 stars and go to town on the enemies, as this would optimize the Kill Bonus. Of 
course, if you can't deal with that, you can set the stars to a lower value. With Explorer 


course, if you can't deal with that, you can set the stars to a lower value. With Explorer 
on your four supporting characters and as long as they are out whenever you 
clear/level a floor, you will get Mystery Rooms, which will help pump up the Training 
Bonus (something to focus on later on, but anything helps for now). 


To give you an idea of how to go about clearing each stage, you will bring out your 
support characters to surround the Base Panel, then bring out your Sage and buff her 
with Magic Boost and Multi-Attacker, then without moving on the Sage, use Land 
Decimator. If the enemies are not killed, then you can use Afternoon Tea on the Sage 
and do Land Decimator once more. You will be doing this for a good while, with the 
main goal of getting the current item to level 500. 


Back to Sausre One 
Wabe Uur NW 


More Carnage Gear 


Agpat enomy strength. 


Two things that will help develop your Trap is setting the Enemy Strength to 20 stars 
(left) and using Land Decimator with your powerful Sage (right). 


While you can extend the level past 500 (only applicable if you've cleared the Carnage 
Quest Line) via the Item Assembly, it's not needed, as you can continue diving into the 
Trap to continue leveling its stats. Keep going until you get the Kill Bonus to 400, then 
you can concentrate on the Training Bonus. The catch about the Training Bonus is that 
it is maxed out for a particular stat when you can no longer pass the corresponding bill 
for that stat in the Item Assembly. Once you have the Kill Bonus at 400, you can set 
the Enemy Strength back down to zero stars. 


The max stats that Trap can get is around 2 million for each stat and about 400 million 
for HP. The best thing to do is to not worry about the individual stats and concentrate 
on passing bills for the HP, but Movement and Jump are also two good additions to 
pass. With the Enemy Strength back to zero, you can simply skip the floors and 
concentrate on the Mystery Rooms and Item Bosses to get your Training Bonus up. 
One quick way is to set the Item Boss option in the Cheat Shop to ON and use Diver- 


One quick way is to set the Item Boss option in the Cheat Shop to ON and use Diver- 
10s to skip straight to the Item Bosses. Once you max out both the Kill and Training 


Bonuses, then you can go hunting for the Duplication Mystery Room to try and dupe 
the now maxed Trap. 


Overview 


Chara World in Disgaea 5 is a bit different than it has been in previous entries. Instead 
of having to go through maps similar to normal ones and the Item World, the entire 
thing is a board game, with your character you want to use being the only one who 
can enter. You won't unlock Chara World until you reach Episode 6 of the main story 
and it can be fairly complicated when you first attempt it. Once you pick your 
character, you then have to pick a difficulty, which affects the size of the board and the 
strength of the enemies you find inside. 


Demon difficulty is the only one unlocked by default, with all others requiring you to 
complete Quests. Demon Lord's quest is available as soon as you unlock Chara 
World, while the other two require you to be in the postgame (Super Overlord, the final 
difficulty, is unlocked after finishing the Possessed By Heart area). It will cost you 100 
Mana to enter the first time, which increases by tenfold for each subsequent attempt, 
up to a maximum of 100,000 Mana. Reincarnating that character will reset the Mana 
required back to 100. 


The difficulties affect the size of the board (left), as well as the stat gains from the 
various Event Panels (right). 


As already mentioned, Chara World is similar to a board game, where you will move 
the character around by throwing a dice (the Move command). The main objective of 
Chara World is to make it to the goal, but you only have so many turns in which to do 
it. Of course, there are obstacles in the way, in the form of random events when you 
land on the panels themselves, as well as enemies. With two exceptions, the enemies 
do not move and can only be attacked (or attack you) from adjacent panels. When you 


do not move and can only be attacked (or attack you) from adjacent panels. When you 
do battle with an enemy, a reel will spin, similar to what happens whenever you select 
the Move command. The higher the number you spin, the more damage you do and 
less damage you take. If you die to an enemy, then you will return to your hub and lose 
any progress made on that particular Chara World run. 


Defeating enemies will give you stat bonuses that will be applied to your character 
upon successfully finishing Chara World. On Demon, these are usually single digits 
and on Super Overlord, they can be as high as 14-1500. You can also increase your 
equipment aptitudes by landing on the blue spaces with a sword and shield. As you 
go on the harder difficulties, you will run into special NPCs, with Dark Hearts (exact 
clones of yourself) beginning to appear on Demon Lord and Miss Evil being exclusive 
to Super Overlord. The former increases all stats by 1,000 and all aptitudes by 1% 
whenever they are defeated, while Miss Evil drops a Dowsing Rod upon being 
defeated (use it to get 2% for all aptitudes). 


Chara World Bonus Room 


Upon successfully reaching the goal on any Chara World run within the turn limit, you 
will appear in the bonus room. The rewards are listed below and will always remain the 
same, although there are limits imposed on you on the different difficulties. If you do 
not want any rewards, there is a NPC at the top of the room that you can talk to return 
to the hub. 


Move 
Jump 
Throw 
Counter 
Critical 


Transfer Evility 


Equipment 
Aptitude 


Weapon 
Mastery 


Skill Secret 
Scroll 


Learn Evility 


Evility Slot 
(Level Fish) 


Increases by 1 each time (2 maximum) 

Increases by 5 each time 

Increases throwing range by 1 each time (also throw height) 
Increases by 1 each time (2 maximum) 

Increases by 5 each time (30 maximum) 


Creates a scroll from known Common Evilities that character 
knows 


Increases equipment aptitude (2/3/4/5% for Demon/Demon 
Lord/Overlord/Super Overlord) 


Enhances a weapon mastery of your choosing by one letter grade 
(S is max) 


Creates a scroll from known skills/spells (restrictions apply) 


Learn a new Common Evility from a list of five randomly chosen 
ones 


Increases your Common Evility Slots by 1 (5 maximum) 


Event Panels 


Chara World is a board game that is composed of panels that host events whenever 
you land on them. A majority of them are fixed, but there are some panels (marked 
with a question mark) that are completely random and have various effects. This page 
will list every single effect that you will encounter in Chara World. 


Event Description 
Panel 


Starting Where you begin in the Chara World 


Point 

Goal Make it here before you exhaust your turns in order to go to the bonus 
room 

Fixed Will automatically warp to the designed warp point (always a matching 

Warp one) 


Equipment Panel with sword and shield. Blue increases a random aptitude. Red 
Aptitude _decreases a random aptitude that you have received during current run. 


Ability Up Panel with muscles on it. Increases a random stat. 


Recover Panel with a heart on it. Will heal your character for half of your max HP. 
HP 


Damage Panel with black and yellow stripes. Landing on this will damage you for 
10% of your max HP. 


Increase _ Blue panel with clock. Adds to the number of turns you have remaining. 
Turns 


Decrease Red panel with clock. Removes a number of turns from your remaining 
Turns count. 


von want to ride far « ilio whe? 


The Event Panels can have good effects (left), as well as bad ones (right). 


Event Description 
Panel 


Return 
to Start 


Kitty 
Kay 
Shop 


Blue ? 


Panel with U-Turn shaped arrow. Brings you back to the Starting Point. 


Opens shop where you can purchase Chara World-specific items. 


Thief can either give you HL or spawn chests in adajcent panels that are 
not occupied 


Dark Knight will deathblow an enemy or two 

Fairy will give you some mana 

Maid will either give you a Chara World item or a Secret Scroll 
Fight Mistress/Martial Artist will give you a random Evility 


Prinny (Super Overlord difficulty only) will sell you a Weapon Skill Scroll 
that cannot be gotten elsewhere (one per encounter) 


Event Description 
Panel 


Red ? Thief will steal some HL from you 

ie Succubus will steal some Mana 

== Chimera will limit your Movement to 1 for a specific number of turns 
Green ? Imp/Ore will spawn some enemies 

= Sea Angel will allow you to move again without taking up a turn 

ais Mothman allows you to move a specified number of panels 

= Valkyrie will change the panels on the board randomly 

-- Wrestler will warp you to a random panel 


- Pirate will ask if you want to ride or not, which warps you to a random 
panel 


White ? Any of the events from Blue ?, Red ? or Green ? 


Chara World can be quite a confusing space, as there are plenty of options to choose 
from in the bonus room. That being said, some of the previously mentioned options 
are not good fits, since they can be gotten elsewhere or are not top priorities. One 
such thing is the Critical Rate option, as you can always have it at 100% with the 
Curry Shop. Another option that is not important include the Weapon Mastery, since 
once you max it at 100, you have no need for improving the rank. 


Low priorities include Movement, which can be remedied with Shoes until you start 
building up your endgame equipment (Carnage Trapezohedrons). Jump is also 
included in this, as well as Counters. Throw is not really important for anyone except 
for dedicated characters assigned for throwing (should be Wrestlers). Transfer Evility 
and Skill Secret Scroll are only really needed for whenever you need to create a scroll 
for either of the two, so they are situational. 


That leaves the Equipment Aptitude, Learn Evility and Evility Slot NPCs as the most 
important of all of the options available to you. Aptitude is a good thing to have, with it 
maxing out at 300% for all of the stats. Learn Evility should always be the first NPC 
you check whenever you go to the bonus room, as there might be an Evility there that 
might be useful. The Evility Slot NPC is only useful for the first five times you talk to it, 
since you can't get more common slots from it. 


Evil Hearts (left) and Miss Evil (right) are the two enemies you want to keep an eye 
out for while traversing the Chara World. 


Maxing Equipment Aptitudes 


One of the main uses of the Chara World is to max out a character's Equipment 
Aptitudes, which goes all the way up to 300%. No matter how you look at things, it will 
be a bit of a grind to get the aptitudes to 300%, as usually the highest available is 
150% or so. The first thing you will want to do, though, is reincarnate the character 
five times, as each reincarnation will grant an additional 5% to all aptitudes (up to a 
maximum of 25%), cutting down on a lot of grinding. 


For the rest, you will want to concentrate on the Super Overlord difficulty, due to Miss 
Evil being exclusive to it. Once you encounter her for the first time, a new bill 
(Challenge an Evil Person!) will appear in the Dark Assembly, forcing Miss Evil to 
always spawn on the next CW visit. The reasoning behind this is that Miss Evil drops 
the Dowsing Rod item, which when used will always give you 2% for all aptitudes 
during that Chara World run. 


The catch with aptitudes during any Chara World run is that they max out at 5% (the 
choice in the bonus room is separate from this), so getting any more than that is 
useless. There will always be a Dark Heart present at the beginning of every run, so 
that adds up to 3% that you can always get on every run. If you try for the other 2%, 
then it will entirely random. Getting the Imp/Orc event on a green mystery panel may 
have a chance to spawn two more Dark Hearts. Otherwise, you need to hope for a Hot 
Spring event or getting random increases from aptitude panels. 
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Above is an Item Rank Chart for a majority of the items in Disgaea 5. Item Rank is a 
hidden statistic on items that determines a few things, with one example being the 
level of enemies you will encounter when going into its Item World. The red numbers 
on the chart above are the base levels of enemies for the normal items when entering 
Item World. For example, going into an Ultimus at level OQ and no enemy strength stars 
will have the enemies appearing at around level 171. 


Another thing that the Item Rank does is determine the kind of items and equipment 
you will find on the Bonus Gauge and equipped to enemies. You will find items around 
the same rank, with higher ranked items appearing in the Bonus Gauge and on 
enemies as you delve deeper. By leveling an item to 80 or more before reaching floor 
100, you will find an Item God 2 on that particular floor, who will have the next rank 
item equipped (i.e. an Item God 2 in a Yoshitsuna will have the Baal Sword equipped). 


One last thing that needs to be talked about in regards to the Item Rank Chart above 
is the Rank 40 weapons. Unlike the previous games, there are now three different 
Rank 40 weapons, each of which have different ways in obtaining them. The first one 
(marked with a * on the chart) is gotten by diving into the Rank 39 weapon and leveling 
it to 80+. then stealina it from the Item God 2. The second (*) can be acauired bv 


it to 80+, then stealing it from the Item God 2. The second (**) can be acquired by 
researching a Rank 40 Netherworld, then defeating the Overlord once it's been 
discovered. The last one (**) requires you to find the Legendary Weapon mystery room 
in the Item World, which is completely random. If you have a character with a Weapon 
Mastery of 40 (normal) or 100 (Carnage equivalent), then talk to the weapon to receive 
the corresponding weapon of that type (Fist if you're in a Fist's Item World). 


All of the equipment that will be listed on the following pages will only be the Rank 35+ 
variants. This is because you are able to purchase the Rank 1-34 options from the 
shop (for a majority of the equipment, as some can't be bought). At the beginning of 
each Episode, you are able to pass a bill in the Dark Assembly (Better Items at the 
Store) that will unlock stronger equipment than normal; do this in the postgame to 
unlock up to Rank 34 equipment. 


Zodiac Aroundight Grand Tepes 
36 Golden Right Genie's Blade Worm Spear 
37 God Hand Nodens Nailgun Spear 
38 Cosmo Breaker Claiomh Solais Laevataeinn 
39 Ultimus Yoshitsuna Drill Emperor 
40* Hrimthurse Baal Sword Pillar of Dialgo 
40” Thiassi Glimmerblade Saturn's Edge 
40** Muspell Catastrophe Star Lord 

Gustav's Bow Hand of Glory Beam Axe 

36 Lovely Cupid Hades Ruination God's Wing Axe 
37 Infernal Raven Demiurge Sonic Spinning Saw 
38 Sheikah's Bow Absolution Mjolnir 
39 Majin Greatbow Wave Particle Shot Tezcatlipoca 
40” Divinity Akerte Zillion's Buster 
40* Sleipnir Amalgam Flame Gaea Impact 


40*** _ Artemis Invincible Ragnarok 


Monster (ATK) | Monster (INT) 


Apollo's Staff Dragon Force Audacious Medal 
36 Circe's Wand Insanity Eye __Twinkling Medal 
37 Fortuna Devil Matrix Emperor's Medal 
38 Almighty Staff _Yama's Wrath Majin's Medal 
39 Solomon's Staff Uroborus Ring Medal of Awakening 
40* Genesis Wand Baal Body Dark Galaxy Medal 
40** _Trisenses Lucifer Dyne Legendary Medal 
40*** Yggdrasil Makai Wars Heartless Medal 


35 Orichalcum Shield 
36 Overlord Armor 
37 Alloy Robosuit 

38 Hades Helm 

39 Aegis Shield 

40 Hercules’ Armor 


Note: The following accessories (Belts, Glasses, Shoes, Muscles and Orbs) operate 
similar to the other equipment, except the Rank 39 versions can only be acquired 
by stealing them from the Item God 2 in the Rank 35 versions. 


Power Belt Glasses Slippers 
7 Exertion Belt Binoculars Cross-Trainers 
11 Energy Belt Nerd Glasses Ninja Tabi 
15 Beastly Belt Plastic Nose Falcon Shoes 
19 Aura Belt Opera Glasses Aero Sneakers 
23 Spirit Belt Nightvision Winged Boots 
27 Bravely Belt Crosshair Angel's Shoes 
31 Black Belt Foresight Accelerator 
35 Ubermensch Destiny Lens Vernier Thruster 


39 Orion's Belt Providence Barefoot X 
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39 


Brawny Muscle 
Kung-Fu Muscle 
Spirit Muscle 
Fight Muscle 
Ace Muscle 
Victory Muscle 
Dream Muscle 
World Muscle 
Star Muscle 


Cosmos Muscle 


Common Orb 
Psycho Orb 
Dark Orb 
Bloody Orb 
Astral Orb 
Lunar Orb 
Royal Orb 
Holy Orb 
Chaos Orb 


Universal Orb 


Imperial Seal 


Dark Rosary 


Devil Ring 


Feather Token 


Sophia's Mirror 


Pravda Pendant 


Royal Ring 
Testament 
Exodus 


Arcadia 


Trapezohedron 


Unlockables 


All of the unlockables related to the classes themselves are all done via Quests from 
the Quest Shop. The majority of the Humanoid ones will require you to unlock a 
previous class for the Quest to appear, but the Monster-related ones are all unlocked 
as you progress in the main story. For the Humanoid unlocks, you will notice that there 
are descriptions to get a Brawler, Fighter, Mage, or Healer. The following explains 
which classes those terms refer to: 


e Brawler - Martial Artist or Fight Mistress 
e Fighter - Warrior or Valkyrie 

e Mage - Magician or Witch 

e Healer - Cleric or Clergy 


Unlockable Humanoid Classes 


Thief Stealing Clear 1-2 Brawler Rank 2+ 
Specialist 

Archer Hunter Intern Clear 1-2 Fighter Rank 2+, and Healer Rank 
2+ 

Gunner Seeking Partner Clear 1-2 Fighter Rank 2+, and Mage Rank 
2+ 

Armor Impregnable Clear 1-2 Fighter Rank 3+, and Brawler Rank 

Knight Guard 3+ 

Magic Magical Warrior Clear 1-2 Fighter Rank 3+, and Mage Rank 

Knight 3+ 

Ninja Assassinations Unlock Thief Thief Rank 2+, and Brawler Rank 
3+ 

Professor Samples Wanted! Unlock Maid Rank 2+, and Gunner Rank 


Gunner 2+ 


Lady Valuing Unlock 

Samurai Loyalty Archer/Gunner 

Pirate Space Unlock Archer 
Pirates 


Wrestler Star ofthe Unlock Armor Knight 


Ring! 
Sage Clandestine Unlock Magic 

Child Knight/Professor 
Dark Black Unlock Wrestler/Lady 
Knight Knight Samurai/Ninja 
Celestial Celestial Beginning of Episode 
Host Messenger 12 


Asagi Asagi's Complete The 
(Generic) Future Phantom Copies area 


Maid Rank 3+, Gunner Rank 2+, and 
Archer Rank 2+ 


Archer Rank 2+, and Fighter Rank 3+ 


Armor Knight Rank 2+, and Fighter 
Rank 3+ 


Magic Knight Rank 4+, and 
Professor Rank 2+ 


Wrestler Rank 2+, Lady Samurai 
Rank 2+, and Ninja Rank 2+ 


Magic Knight Rank 2+, and Healer 
Rank 3+ 


Get the real Asagi to level 500 or 
higher 


Unlockable Monster Classes 


Class Quest Quest Description 
Unlock 


Orc 

Sludge 
Undead 
Slumber Cat 


Winged 
Warrior 


Flora Beast 
Nether Noble 


Rabbit 
Fairy 


Pranking 
Footsteps 


Orc Pride 
Secret to Jiggling 
Let's Dance 


Cute Animal, 
Meow 


No Ordinary Bug! 


Opening Up 


Rules of the 
Nobles 


Serious Warrior 


Small Friend 


Episode 2 


Episode 2 
Episode 3 
Episode 3 
Episode 4 


Episode 4 


Episode 4 
Episode 4 


Episode 5 
Episode 5 


Any item 


Any item 

Unopened Soda 

Any ATK Monster weapon 
A Sardine 


Kill 1 Archer 


Any 3 Heal items 


Either an Angel Cake or Gold 
Bar 


Kill 3 Imps 
A Fairy Dust 


Class Quest Quest Description 
Unlock 


Shroom 


Sea Angel 


Chimera 


Nine-Tails 
Bear 


Succubus 


Felynn 
Twin 
Dragons 
Horseman 


Dragon 
King 


Eri Eri Poko 
Poko 


Living 
Conditions 


Chimera 
Problems 


Colla-tail-ral 
Are We Friends? 


Seductive 
Demon 


| Wanna Fight! 


Treasure & 
Dragons 


Promised Spear 


Hard Boiled 
Heart 


Unlockable Squads 


Episode 5 


Episode 6 


Episode 6 


Episode 7 
Episode 8 
Episode 9 


Episode 10 
Episode 13 


Episode 15 


Final 
Episode 


Kill 3 Mushroom Objects 
(Demunshroom) 


Any Heal % item 


Any 4 INT Monster weapons 


Any Treasure equipment 
Any 3 Muscles 


5 Strange Feelers (ATK Monster 
weapon) 


Any 5 Fists 
Any Orb that's Rare or better 


Any Legendary Spear 


Any fire-elemental weapon (Burner 
Innocent) 


Unloek Condition 


Capture Squad 
Interrogation Squad 
Innocent Aid Squad 
Skill Training Squad 
Boot Camp Squad 
Channeling Squad 
Relief Party 

Supply Depot 
Alchemy Squad 


Available from beginning 

Available from beginning 

Episode 9 

Episode 9 

Pass "Founding the Boot Camp Squad" bill in Dark Assembly 
Pass "Founding the Channeling Squad" bill in Dark Assembly 
Heal 2000 HP and Revive 3 times in Hospital in your hub 

Get to Customer Rank 3 in shop 


Finish the main story 


Unloek Condition 


Flatty Squad 
Giant Killer Squad 


Asagi Fan Club 
Hunter Team 
Foot Soldier Squad 


Cyber Special 
Squad 


Prinny Squad 


Defense Outpost 
Squad 


Clear The Cursed Witch area 


Have your allies turn into a giant three times (Red Magnus! 
Overload works) 


Clear The Phantom Copies area 
Subdue ten Innocents in Item World 
Use Squad Attack skill once (only leaders of Squads can use) 


Clear Fiendish Dance Floor in Episode 3 


Reach level 10 on any Prinny 


Have 30 or more party members 


Dark Assembly Squad Propose three bills in Dark Assembly (outcome doesn't 


matter) 
Item Adventure Reach floor 100 in Item World 
Squad 
Support Group Clear Overlord difficulty in Chara World 
Research Support Discover 3 Netherworlds 
Unit 
Life Support Unit Available from beginning 
Ability Squad Finish the main story 
Elite Four Clear the Possessed By Heart area 


Curry Connoisseurs Clear Dreaming Mushroom in Episode 4 


Trophies 


Vengeance Complete 


This is the platinum trophy for Disgaea 5, which requires you to get every other trophy 
in the game. It's not particularly difficult and is definitely less grindy than some of the 
previous entries, since there isn't a trophy that requires you to collect all of the items or 
view every single skill animation. That being said, it will still probably take somewhere 
in the range of 100-150 hours, depending on how efficient you are at playing the 
game. 


Vengeance Complete COLLECTED? 
Condition - Obtain all other trophies. a 


The First Alliance Clear Ep. 1: Prelude to Vengeance. The story of rebellion starts 
now! 


Founding an Army _ Clear Ep. 2: Demon General. Madam Seraphina, hooray! 


Some Kind of Gale Clear Ep. 3: His Name is Zeroken. A silver white shadow that 
creates a storm… 


A Taste of Curryto Clear Ep. 4: Yellow, Rabbit, and Curry. | want curry, | want 
Come curry, | want curry, | want curry… 


Fight in the Frozen Clear Ep. 5: The One Who Controls Death. Kill and Recycle! 
Wasteland 


Bloodis' Big Secret Clear Ep. 6: The Sixth Warrior. Dance of the Bristle Grass! 
Practice Makes...…? Clear Ep. 7: Past Struggles Part 1. Bro! 


The Heart of an Clear Ep. 8: Past Struggles Part 2. Master!!! 
Innocent 


The Supreme One Clear Ep. 9: The New Power. Guuurrryaaahhh!!! 
Throws Down 


Our Daughter Is in Clear Ep. 10: The Memorable Special Sweet Curry. 
Another Castle Our...beloved daughter… 
Disaster Averted Clear Ep. 11: Netherworld Extinction. They are all 


irreplaceable. 


Among the Flowers Clear Ep. 12: Unbridled Killia. The one who leaves 
destruction in his wake. 


One is Better Than Two Clear Ep. 13: The Two Killias. … Yeah, farewell. 


You're Gorgeous Clear Ep. 14: Seraphina's Secret. A girl in love is 
invincible!!! 

The Ultimate Skill Clear Ep. 15: The Ultimate Skill. Excellent. 

Crisis Averted Clear Final Ep.: Dedicated to the Precious People. |'Il save 


her, no matter what! 
To Carnfinity and Beyond 


In order to unlock the Carnage Dimension, you will first need to clear both The Cursed 
Witch and Possessed By Hearts areas in the postgame. After doing this, go to the 
Quest Shop and do all of the quests that have a 2.5 million HL reward, followed by the 
quests that completing those unlock, which have a 4 million HL reward. This will 
unlock the Carnage Dimension area and finishing that will unlock the proper Carnage 
Dimension, and the trophy. 


To Carnfinity and Beyond COLLECTED? 


Condition - Enter the Carnage 
Dimension. d 


Dimensional Devastation 


Conquering the Carnage Dimension involves doing a series of quests that unlock upon 
first unlocking the true Carnage Dimension. If you do what's listed in the What's Next 
section of the guide, then you should have no problem at all in clearing all of these 
maps (they unlock one at a time). The final map is called Evil God of Tyranny and 
completing that one will get your the trophy. 


Dimensional Devastation COLLECTED? 


Condition - Conquer the Carnage 
Dimension. d 


Plip! Plip! 


In between battles, you will be in your own base area and will be able to move around 
to do various things. While doing that, you will jump with your character if you press 
the Circle button. All you have to do to get this trophy is jump a total of 100 times. It 
doesn't necessarily have to be all at once and can be spread out over time. 


Plip Plip COLLECTED? 
Condition - Jump 1,000 times at the 


base. d 


Love With an Iron Fist 


In order to be able to hit people at your base, you will need to have progressed 
through the main story until you unlock the Squad Shop. One of the initial squads 
available is the Life Support Unit. You will need to place someone in the squad and 
level it up by using the prisoners you receive while playing (or via using the Capture 
skill from the Capture Squad) to level 3, which is when you unlock the ability to punch 
people at your base with the Square button. You can simply punch the same NPC over 
and over until you get the trophy. 


Love With an Iron Fist COLLECTED? 
ede 0 - Hit allies inside the base 100 
Imes. 


Gooooooaaaaaalllll! 


Chara World is first unlocked at the beginning of Episode 6. It is a board game and 
your main objective is to move your character to the goal within the allotted number of 
turns. The base Chara World difficulty (Demon) has a recommended character level of 
24, so you should be around there when you attempt it. 


GooooooaaaaaalllII COLLECTED? 
rde - Reach the goal in the Chara 
orld. 


Netherworld Solutions 


Whenever you attempt to pass a bill in the Dark Assembly and fail, you will have three 
options; Give Up, Pay Up or Persuade By Force. Choosing the last option will put you 
in a fight against all of the Senators that said “Nay.” Defeat all of them to pass the bill 
by force, which is something you will likely do a lot of with some of the postgame bills. 
Note that the highest level a Senator can be is 220 and considering that a good 
number of postgame bills will require you to force them, this will likely unlock then. 


Netherworld Solutions COLLECTED? 
Condition - Force the Dark Assembly to 


approve a bill. d 


We Have a Winner! 


As you attack enemies during battle, you will undoubtedly see the Bonus Gauge 
increase. You get more added to the Bonus Gauge by performing combos with your 
characters. Note that there are a few battles in the main story where you will be 
fighting a lot of enemies and you will inevitably max out the Bonus Gauge. Also, you 
will automatically get this anyway while attempting to get the Bonus Master trophy. 


We Have a Winner COLLECTED? 
Condition - Completely fill the Bonus 


Gauge. d 


Demon Quest 


The Quest Shop will unlock during Episode 1 and allows you to do quests with various 
objectives, usually falling under one of three different things, like having a specific 
item, clearing a stage or killing a specific enemy. All you have to do to get this trophy is 
finish 20 quests and considering that you need to finish more than 20 to get other 
trophies, this will come naturally. 


Demon Quest COLLECTED? 
Condition - Complete 20 quests. a 


Netherworld War Victory 


As you delve into an item in the Item World, you will sometimes come across invaders 
from another Netherworld. This can happen as soon as floor 11, provided you 
changed the route to Invader Route via the Rabbit NPC in Innocent Town, but on a 
normal item, they tend to show up starting after floor 30. Defeat all of the invaders to 
get this trophy. 


Netherworld War Victory COLLECTED? 


Condition - Repel a Netherworld in the 
ltem World. d 


I've Got a Netherworld in My Pocket 


At the beginning of Episode 7, you will unlock the Netherworld Edit Shop. Accessing 
this will allow you to equip a Netherworld Effect, similar to the ones you've been 
encountering in the game. Go to any map in the game with one, then build your Bonus 
Gauge to level 1. When you to go your menu, you should see Summon underneath 
End Turn. Choose that to get rid of the current effect and get a shiny new trophy. 


I've Got a Netherworld in My COLLECTED? 


Pocket 
Condition - Call your Netherworld for the d 
first time 


Trophy Guide (2) 


Gimme a Trophy! 


The |l Want a Trophy! bill is unlocked from the beginning as soon as you unlock the 
Dark Assembly. However, it costs 50,000 Mana to propose, which means that you'll 
have to wait until likely the postgame in order to even have a chance of trying for it, 
since Mana is quite easy to get then. The bad news is that it only has a 1% base 
chance for approval, so you'll likely need to force it to pass. 


Gimme a Trophy COLLECTED? 
Condition - Pass a bill that gives you a 


trophy. d 


Geo Master 


There is only one preset stage that this can be done on, which is Death Promenade in 
the Spirit Interment area, but you can do it at any time. You will want to be sure to be 
able to be strong enough, where you can shrug off the attacks of the enemies on this 
map (Poison Vaccine helps, too). As you go through the stage, you will want to toss 
the Geo Symbols onto the panels as you pass them. At the very top of the map, the 
last symbol will be a Null one and once you've placed it, bring another character out of 
the Base Panel to destroy the very first symbol. If done right, you will get the trophy 
after the chain reaction is finished. 


Geo Master COLLECTED? 
Condition - Nullify all Geo Panels with a 
Geo Chain of 5 or more. 


Making It Rain 


When you fail to pass a bill in the Dark Assembly, one of the options you can do after it 
is to Pay Up. Finding a bill that requires 100 million HL can be a bit difficult, but one 
such bill is the one that unlocks the battle with Baal (Fight the Super Overlord!) in the 
postgame (costs around 139 million HL to pass with 99% approval rate). 


Making It Rain COLLECTED? 
Condition - Pass a bill by Paying Up 
100,000,000 HL. d 


A Minor Set Back 


In order to get a Game Over in Disgaea, you typically need to make sure all of the 
characters you can deploy from the Base Panel are killed (default of 10). This can be 
easily done by creating 10 level 1 characters and have them get slaughtered on a later 
map. However, there is an easier way to get a Game Over without doing that. On the 
last map in Episode 4, you will receive a Game Over upon killing the neutral NPC. This 
works even on a retry after completing it for the first time (Back to Square One option 
in the Cheat Shop needs to be on). 


A Minor Set Back COLLECTED? 
se Condition - Get a Game Over. 


Á * d 


The Water Feels Nice 


The Hot Springs is one of the Mystery Rooms in the Item World and is completely 
random. Unlike previous entries, all of the Mystery Rooms can be found as soon as 
possible. In order to encounter more rooms and increase your chances, talk to the 
Rabbit NPC at Innocent Town and set the item route to Mystery Route. 


The Water Feels Nice COLLECTED? 
Condition - Experience the effects of the 

hot springs in an Item World Mystery d 
Room. 


Capture Master 


This trophy is a bit confusing, as it's not actually known what exactly counts as 
capturing enemies. Some people have gotten this from enemies surrendering, but 
others only received it after physically capturing them via the skill from the Capture 
Squad or Metallia's Overload (she is DLC). The latter of the two options is more ideal 
and if you don't get the trophy after physically capturing 100 enemies, then keep doing 
it until it pops. 


Capture Master COLLECTED? 
Condition - Capture 100 prisoners. a 


Greater Netherworld 


Enemies that either surrender or are captured by the Capture Squad skill (or Metallia's 
Overload) can be found in the Interrogation Room. One of the options, which doesn't 
require you to interrogate them, is named "Make Citizen.” Do this for 100 different 
enemies to get the trophy. 


a PN Greater Netherworld COLLECTED? 
Ve Condition - Achieve a population of 100 
Ö in the pocket Netherworld. 


hed 
4 


Seasoned Rocket Rider 


You will need to grind a bit for this trophy, as you need to discover 100 different 
Netherworlds via the Nether Research NPC. It might be easier to wait until the 
postgame to do this, as you can create a large group of high-leveled characters and 
then send them out to as many Netherworlds as possible. Note that you can only have 
99 Netherworlds listed, so you will likely need to delete some as you're doing this 
(select the Give Up option). You can keep track of your total by going to the Data 
Shop, then Netherworld Records and checking the 9th page. 


Seasoned Rocket Rider COLLECTED? 
Condition - Discover 100 Netherworlds. a 


Aren't You Tired Of It…? 


After completing Episode 4, you will unlock the Curry Shop. This lets you place in 
random items from your inventory that can be used to provide a buff for your 
characters on the next map. However, after creating a curry‚ do not use it and let it sit 
there. For every battle you complete, the curry will age by one day, so do 100 battles 
and come back to eat the curry‚ which will now last you for 100 battles before it runs 
out. 


Aren't You Tired Of It? COLLECTED? 
Condition - Eat curry for 100 days 


straight. d 


Netherworld Night Live 


When returning to a base after completing a battle, you will sometimes notice that 
certain characters will have a *!" over their heads. Talking to them will trigger a 
conversation that is called a Skit. You will know when there's a Skit available hv a 


conversation that is called a Skit. You will know when there's a Skit available by a 
character's portrait in the upper right corner, with "EVENT" listed under it. The best 
thing to do is always go back to your base after finishing a battle to check if there's a 
Skit available or not. You only need to view 20 Skits to get this and there are a lot more 
than that in the game. 


Netherworld Night Live COLLECTED? 
Condition - Watch 20 skits. a 


Switching to Overload 


Certain characters in the game have access to a special skill that is only usable 
whenever their Revenge Gauge is full and they enter Revenge Mode. Overload skills 
can only be used once per battle, with Seraphina and Red Magnus being the first ones 
who have access to them. This is probably a trophy you will get as you naturally play 
through the game, as some Overloads are very useful. 


Switching to Overload COLLECTED? 
Condition - Use an Overload skill for the 
first time. 


Kd 
4 


jë 


This Calls For Teamwork 


The description for this trophy is misleading, as it actually requires you to perform an 
Alliance Skill. These will unlock at the beginning of Episode 9 and require you to have 
two story characters next to each other in order to be able to perform the skill. The 
skills are marked with a “C" in the skill list for those characters that have them. 


Trophy Guide (3) 
Take a Chill Pill 


Revenge Mode is automatically activated whenever the Revenge Gauge to the left of 
the character portrait is filled. When this happens, that character's critical hit rate 
becomes 100%, SP costs for all skills become 1 and they take 25% damage 
reduction. There are three ways to increase the Revenge Gauge, either by getting hit, 
an ally getting killed or by killing an enemy in Revenge Mode. This will likely unlock as 
you play the game, since Revenge Mode is activated plenty of times without you even 
thinking about it. 


Take a Chill Pill COLLECTED? 
Condition - Activate Revenge Mode 100 


times d 


Would You Like the Combo? 


This is another trophy where the description is misleading. Instead of doing 20 Combo 
Attacks, you actually need to perform a 20-hit combo. The easiest way to do this is to 
create 8 Good-for-Nothing level 1 Archers and equip them with the weakest bow. Go 
to any map where you can kill the enemies in one hit with your strong characters and 
line up the Archers to all attack a single enemy, with the strong character finishing the 
enemy off. 


Would You Like The Combo? COLLECTED? 
Condition - Perform 20 combos. a 


Bonus Master 


A majority of the story maps have a special reward sitting at the top of the Bonus 
Gauge called a One-Time Bonus. As its name suggests, you can only get it once, 
although it will sit there until you actually obtain it. Using the method outlined under 
the Would You Like the Combo? trophy, go to each map with a One-Time Bonus and 
do exactly that. You need a total of 50 of these to get the trophy. 


Bonus Master COLLECTED? 
Condition - Get 50 One Time Bonuses. a 


Class Master 


In order to unlock more classes, you will need to do Quests that pop up in the Quest 
Shop as you play through the main story. Monster units are easy, since they usually 
need to you have specific items. However, Humanoid units will require you to reach 
certain ranks with other classes, which is done by killing enemies. The last class that 
you will undoubtedly unlock is the Asagi generic class in the postgame. However, you 
also need to unlock all of the ranks of the classes, requiring you to get them all to five 
stars out of the six on the status screen. 


Class Master COLLECTED? 
Condition - Unlock all character classes. a 


One Percenter 


Getting 10 billion HL might seem like a lot, especially when you're playing through the 
main story, but once you reach the postgame and money becomes almost trivial, it 
certainly isn't. In fact, once you reach the Carnage Dimension, this should be relatively 
simple to unlock, as the rank 1 CD equipment will usually sell for upwards 500 million. 


One Percenter COLLECTED? 
Condition - Obtain more than 
10,000,000,000 HL. d 


Item Polisher 


This is definitely a trophy that requires grinding, as the max level for any item is 500. 
Remember that you need to clear all enemies on any given floor in order to boost the 
item's level by 1. It doesn't have to be a specific item, so you can use any one. The 
Item Enhance Route is ideal for this, as it will add a level for every 5 you do. 


Item Polisher COLLECTED? 
Condition - Max out an item's level. a 


| Love Board Game Night! 


The Super Overload difficulty for Chara World unlocks after completing the Carnage 
Dimension area and has a suggested level requirement of 7999. Despite that, all you 
need to do is complete the Quest to unlock it and have any character make it through 
to the goal to get the trophy. 


dw | Love Board Game Night COLLECTED? 
Can) Condition - Reach the goal in the Chara 
hen World on Super Overlord difficulty. d 


Unlosing Ranger Status 


Proto Darkdeath is a random drop from Mr. Egg, who will come across randomly 
during non-boss floors in the Item World. The only catch about Darkdeath is that he's 
going to be a lot stronger than you, with his level being relative to the enemy's level in 
the item you're going through. 


As an example, Darkdeath should be in the realm of level 400 in a Thimble, a Rank 1 
item, so go searching for him whenever you are stronger than that. There's also a bill 
(Challenge a Crazy Opponent!) to make sure that Mr. Egg will drop Darkdeath the 
next time he comes around, although Egg's appearance is still random. 


Unlosing Ranger Status COLLECTED? 
Condition - Defeat Proto Darkdeath in 
the Item World. d 


This Belongs in a Museum 


Epic is another rarity that is beyond Legendary and is achieved whenever you get an 
item to Rarity 100. You will never find one that is Epic in the wild, as the only way to 
get one to that rarity is by grinding it out. As you go through the Item World, you will 
undoubtedly see something called “Training Bonus" on the results screen. It's best to 
do this along with Item Polisher. 


This Training Bonus is what will raise your Rarity and there are a few ways to get it. 
One is by defeating all of the Invaders that come whenever you have an invading 
Netherworld on any floor. Another is by finishing a fight in a Mystery Room (often will 
require you to repeatedly talk to a NPC). Item Generals/Kings/Gods will also give a 
1/2/3 (respectively) increase and Darkdeath also gives a +3 Training Bonus. 


This Belongs in a Museum COLLECTED? 
Condition - Obtain an epic item. a 


A Legend in This Hand 


The legendary weapon in the Item World can be found in a Mystery Room, meaning 
it's completely random. There are two instances of it, one in a normal item and the 
other being in the Carnage equivalent. To make Mystery Rooms appear more often, 
you can equip the Explorer Evility (Pirate class) on characters and make sure they are 
on the map when you clear it. Also, make sure the item route is set to Mystery Room 
Route. 


The specific room you're looking for has a single NPC in it, with a square barrier of 
some sort and a weapon floating in the middle of that barrier. Should you meet the 
requirements, walk up to the “weapon” and talk to it to get the legendary weapon. In 
order for you to actually obtain it, you need a Weapon Mastery of 40 (normal) or 100 
(Carnage) for the respective weapon type you're in with the character you're 
controlling (Rank 40 Fist WM if you're in a Fist's Item World). 


A Legend In This Hand COLLECTED? 


Condition - Obtain the legend 
weapon in the Item World. d 


Where the Levels End 


Leveling to 9999 might seem daunting at first, but it is pretty much required in order to 
get some of the other trophies, like Damage-oholic and Dimensional Devastation. 
There are a few things to help along the way, such as the Cheat Shop (turn the EXP 
slider all the way to max) and Statisticians, the Innocent that increases EXP gain. The 
max any character can utilize for Statisticians is 900, the max a stack of them can do. 
They are randomly found on items and if you want more information, check the 
Postgame Preparations page for more details. 


Once you've done that, it's time to start grinding and the best place is the Martial 
Training area. Clear the stages the first time and you'll find a EXP heaven on 
subsequent visits. For the first one, you should set the Enemy Strength to 1 star to 
make the enemies level 99 (glitch where they give as much EXP as level 320 or so 
enemies). This will get you up to around 4-500 with Statisticians. Switch to Martial 


enemies). This will get you up to around 4-500 with Statisticians. Switch to Martial 
Training 4 and gradually up the Enemy Strength until you can clear Possessed By 
Heart, which unlocks Martial Training 5, where you can level up to 9999 (with 
Statisticians, of course). 


Where the Levels End COLLECTED? 
Condition - Level up to Lv 9999. a 


Damage-oholic 


Before you even begin thinking about going for this trophy, you will want to do 
everything outlined in the What's Next section, concentrating on getting the 20 million 
base stats from mastering classes and shards/extracts. With Evilities, these stats will 
become 40 million and that's all you really need, as far as stats go, for this trophy. You 
will want the support characters outlined in the previously mentioned section, since 
they will be needed, including the Professor with a maxed out Magic Boost (from the 
Skills NPC). It also helps to have all of the Unique Evility slots, so make sure you kill 
Carnage Dark to get the final one, plus having all of the Common Slots will help, too. 
One last thing you will want is to create around 7-8 Archers (they can be low level, as 
they are just there to boost the combo). 


With that done, it's time to start picking out the Evilities you will need, which will focus 
on the ones that increase the damage you inflict. This strategy will assume that you've 
finished Martial Training 5 (the regular version) at least 100 times and that you have 
found the Taste of Victory Evility from Chara World (can find it on Demon difficulty). 
Taste of Victory will double your base stats to 40 million and only use 1 common slot, 
giving you A LOT of room to focus on increasing damage. For Unique Evilities, you will 
want Assault Attack, Magic Bundle and Bushido. For Common Evilities, you will 
want Concentration, Mana Scarcity, Taste of Victory, Purgatory and Over Limit. 
You will also want your Sage's Tera Star to be fully powered from the Skills NPC and 
have the Curry with 100 Thimbles active for your 100% critical rate (unless you have 
Revenge Mode ready). 


Pass the All-Out Attack bill to make sure you can bring out more than 10 characters 
from your Base Panel, and also make sure that you have the Enemy Strength set at O 
stars. You also want your four Angel Song characters and Sage equipped with three 
Carnage shoes (+3 movement for each one). When you begin the stage, bring the 
Sage out of the Base Panel and close to it, then have Usalia Magichange with the 
Sage. Now you can move her behind the Lucky Boards, then bring out your four 
support characters with Angel Song to surround her. Now you can bring out the 
remainder of your party, which includes the Professor with Magic Boost and the 7-8 
Archers. Have all of the Archers attack the Lucky Boards, then make sure you buff the 
Sage with Magic Boost, then use Tera Star on the middle Lucky Board. If everything is 
set up right and things done correctly, then you should exceed the 10 billion damage 
and get the trophy. 
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